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Welcome to the first issue of Black Ice 



Spurred on by sheer boredom with what's available on the high street newsstands, 
overdosing on media incest and rampagent egos in the industry - a band of writers, graphic 
designers and photographers have conspired to make something we really want to read and 
enjoy and I hope you do to. 

We've been working on it as a concept for over a year, motivated in part by Mondo 2000s 
decline in editorial content. After some false leads with some notable publishing companies, 
one of which couldn't conceive of a magazine with interesting editorial content with depth 
and sophisticated layout at once - we decided to go it alone. Finally, last summer we got 
down to brass tacks to make the thing which has taken the last few months. 

The title 'Black Ice' is the most deadly form of computer security rumoured to exist in the 
depths of Cyberspace from the series of 'Cyberpunk' science fiction stories by William 
Gibson. Neither of which currently exist, but may one day. The dictionary definition is ice 
that develops on roads at temperatures near zero which is hard to see and if you hit it when 
going at high speed you'll lose control of the vehicle. 

This encompasses the way 'Black Ice' will be going - interesting, innovative and potentially 
dangerous tech from the near future and having the ability to throw you off the beaten 
'media' track if you don't approach it carefully. 

Black Ice will be a vortex of ideas giving you access to information as consensus reality and 
trawl alternative sources of information amongst the fringes of society. The magazine has a 
techie spin to things that it will be covering through this will not be limited to technological 
subjects - look out for the in-depth interviews that will awaken your perspectives. 

The magazine will regularly feature: 

Virtual Reality Future Television Smart Drugs Innovative Computer 
Technology Multi-Media Arcades & Video Games Japanese culture 
Alternative science/technology Solutions yet to be implemented Street Tech 
(use of technology out of context) Hackers and Crackers 

We believe that there's enough people who feel the same way we do about what's being 
offered and want something more. 



CONTENTS 2 ACCESS News and products 6 HI RES 
MEDIA The kid gloves comes off for a look at international media, film and 
television in news and reviews I 2 W INDUSTRIES Interview with Jon 
Waldern the man behind the world's first VR arcade games 20 
ARTIFICIAL WORLDS Home Based VR systems on the horizon? 
Yirtual Reality news and a review of New Yorks first VR exhibition 26 
GENERATION X Feeling out of place? Sick of the Sixties? The lost 
urban tribe behind the 'grunge' movement and how they might change the 
world 32 JAPANESE JUNK FOOD Cute, weird and sometimes 
inedible - Black Ice takes a trip to the local sweet shop 34 STELARC 
Interview with the man who gets intimate with technology and does it in 

public 40 BUSTING THE SIMULACRUM: MOVIES AND 

DRUGS Opiate for the masses or h armless escapism? 46 BUZZ 
INTERVIEW with the duo who created one of televisions most avant 
garde magazine styled news programs 58 SYSTEM CRASH Is Barry 
Manalow in your computer? News and reviews about computers going wrong 
61 SPACE THE FINAL RIP-OFF Sampled TV comic strip 62 
ARCHIVE N ew and old books, videos worth chasing down 
64 HOW TO BUILD AN ATOMIC BOMB Home DIY project 
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The future of Quicklime? 



Douglas Adam's 
hyperbook 

Douglas Adams is getting closer 
to actually making the Hitch 
Hikers Guide to the Galaxy, by 
creating the Last Chance to See 
interactive CD-ROM. 

Described as an 'illuminated 
Book' by creator Max Whitby, 
executive producer and 
founding director of the 
MultiMedia Corporation, the 
entire text of Last Chance to 
See is humoursly narrated by 
Douglas Adams in 6 hours of 
audio, SOO full screen colour 
photos with the text and audio 
synchronised. Recordings from 
the BBC radio series are also 
incorporated into the CD-ROM, 
with corresponding access to 
the book. Interspersed are 
expert commentaries and extra 
information from an Oxford 
zoologist. 

Like most CD-ROMs Last 
Chance to See has sequential and 
random access to its contents. 



Postscript TV? 

The end of jaggy text may be 
around the corner if developments 
at Philip's electronics come to light. 

The test system was found locked 
away in a back room of a trade show. 
It was comprised of a television set 
linked to a Mac Hfx working as the 
postscript interpreter. 

The obvious advantage of 
Postscript fitted to your television is 
displaying teletex and other 
broadcast text won't look like state 
of the art 1970's graphics which they 
are. All typefaces will be scalable and 
the televisions resolution is 
irrelevant. Displayed images can be 
printed out in the original quality 
regardless of what's on the screen. 

However you're not likely to see 
postscript fonts on your television 
for some time since the cost of the 
additional Hfx needed to run the 
system is getting silly. 



While Apple is heralding Quicktime 
(digital video on a personal computer) as 
the next big thing for the computer 
market, professional video editors are 
already using what Quicktime may 
eventually evolve into. So don't sell your 
house yet to jockey your Mac up to work 
with Quicktime images a mere 2 inches 
square. 

Lightworks is a British system that 
offers a random access full screen off-line 
editing system working in real time that 
operates with the same principles as 
Quicktime. Once you have shot your raw 
video footage you digitise all of the 
sequences to a hard drive. When all the 
material is in the computer's filing system 
you can then cut and paste the video and 
sound the same way that you can 
manipulate text in a word processor. The 
major problem and delays with video 
editing is that all the material is 
sequential on a tape, to put one piece 
next to another you will have to roll 
through minutes of raw footage to find 
the shot you want. When everything is on 
computer you just pick the scene and it's 



there ready to be combined with another 
piece of footage. 

You are also not limited to one video 
player as a source deck when everything 
is digitised on hard disk. Several 
sequences can be combined with 
dissolves, wipes and fades as standard 
features on such professional random 
access digital video editing system. The 
Lightworks system can display up to I 00 
images on a screen and can have two 
videos running at the same time. 

Unlike Quicktime, Lightworks 
displays video as full screen composite 
(PAUNTSC) picture. Video can also be 
outputed in either of the two formats. 
Standard configuration for a Lightworks 
offline editing system is $34,000 with a 3 
hr storage capacity — however expansion 
to 30 and 40 hour hard disk storage is 
available. 

As is the case with Desk Top 
Publishing, once again the professional 
systems are on a collision course in price 
and performance with computer users' 
aspirations. Info on Lightworks from 
O.LE. (071) 494 3084 Ltd. 



Robotic rotweiller 



Gone may be the days of posing thugs with rottwiellers down at the local pub. Instead a 
more user friendly, battery pooping robot can guard your home and is guaranteed not to 
maul any small children. 

Recently introduced in the US, the Scout-About Home Service Robot, will constantly 
roam around your house while you're out, checking for intruders with an infrared sensor 
which registers body heat and an ultrasonic sensor that detects motion. 

The portable robot which looks like the top bit of R2D2 with antenna also sensors to 
detect the sound of shattering glass and temperature extremes below 40 degrees 
Fahrenheit or above 100 degrees. Its alarm signals a dialer, which calls a monitoring 
station, which in turn telephones the police, neighbour or relative. 

The Scout-About weighs 16 pounds and is approximately 16 inches in diameter and 1 1 
inches high. It has a convenient handle and can be be placed inside a can if someone breaks 
in, a 50-decibel alarm sounds. 

The robot, which will cost in the range of L 1 .000, does not go up and down stairs, 
however. 



Handwriting fonts 



In a weird backward step a US company 
is now offering a service to create a 
personalised postscript font based on 
your handwriting. 

To personalise your computer even 
more. Signature Software of Portland 
Oregon will for US$99 sample your text 
into the Mac and convert into 
postscript information. The finished font 



will give you connected letters or block 
characters when you write long hand 

While the potential opportunities for 
black mail are endless, the reason I 
started using computers was because my 
handwriting was truly abysmal in the first 
place. The last bit of new software I need 
to be offered is my scrawl as a system 
font. 
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IBM networks into your house 
IBM and Rogers Cable TV, (a 
Canadian cable television company) 
have signed an agreement to study 
new technologies to transmit, text. 
Images, video and sound. 

The agreement would address 
the growing market for multimedia 
technologies which combine these 
elements in one system. The test 
will take place In Toronto,. Rogers 
will provide the fibre-optic links 
that will connect sites across the 
metropolitan area, testing the 
network's capability of 
transmitting data at the rate of one 
gigabyte a second, or the equlvilant 
of 20,000 pages of single spaced 
text. 

These advanced transmission 
lines could provide video 
conferencing and computer to 
computer communications far 
cheaper to what is offered today. 



The next stage in the telecoms revolution 



British Telecom and Mercury 
Communications may lose their grip on the 
shared monopoly of the phone systems in 
ihe coming years if the cable companies 
start to aggressively market their systems. 

Local video cable companies and large 
Amencan ones are now offenng 
inexpensive telephone services, lower 
installation cost and cheaper long distance 
call? as standards. However the companies 
only operate in existing cabled areas, but 
once wired up the user can expect to get 
several services down one w re. Huge 
savings over British Telecom's rates for 
installation can had, with new customers 
paying only 1/5 of BT's charges for a new 



line. If your already getting a sataliete 
service on your cable TV, the installation 
rate for a new line is I / 1 6 of BT's, 

In a tew years when the big two lose 
their stranglehold on the British consumer, 
the doors will be open for call broking. 
When you dial a number, it gets connected 
to a central broking agency that then routes 
your call the fastest and most inexpensive 
way, be ft via sataliete up and down link, 
transcontinental cable or leased microwave 
links. 

In Mexico its already less expensive to 
use call brokers based in New York to 
connect to a fnend 200 miles away since 
the local calls are still. 



Your snaps on television 

Soon it will seem that the huge 
lumbenng photo album will be a thing or 
the past, relegated to the waste bin, 
replaced with the flash 90s version - the 
Kodak CD which is now on the market 
and doing well. 

The CD ROM and stereo system 
will play standard audio CD's as well as 
displaying your digitised holiday snaps on 
any television set Using the system is 
straightforward. You bnng your film 
down to the lab where they send it onto 
the special centre that develops and 
digrtises the images 

A single roll of film to be developed 
in this way costs L 1 6 and can hokJ 1 00 
images. The new 'multi-session discs' will 
store several rolls depending on the 
length of film used in the first place, tach 
time you need a film developed, you 
simply return the film with the partially 
filled CD to the lab where it will be 
stored until they reach the 1 00 limrt 

Once you have your flashy gold CD- 
ROM back from the photolab you can 
access rt with the aid of the Photo CD 
player in a vancty of ways. In shades of 
Blade Runner the user can rotate the 
image, reposition m on screen and zoom 
into the interesting bits. The system will 
not however compensate for out of 
focus snaps, thumbs over the lens or 
cutting your gran's head off but can be 
programmed to convemlaly ignore therr 
along with your preferences for edits 
and zooms. 

Each image is stored in five different 
levels of resolution from thumbnail to 
highest resolution suitable for HDTV. 



Hydrogen peroxide movement 



A Grass roots movement is rapidly developing in the United States and here in 
Britain, using Hydrogen Peroxide, diluted with water as both cure all and 
preventative medicine against a broad spectrum of diseases. The treatment 
works with everything from acne to cancer and has even be beneficial against 
the HIV virus. 

The basic idea behind the treatment is that by increasing the amount of 
oxygen in your body with hydrogen peroxide, it stimulates your immune 
system and kills bacteria and virus's. Hydrogen Peroxide (H202) is water (H20) 
with an extra molecule of oxygen, which breaks off when mixed with something 
it can react with. This is demonstrated when you put hydrogen peroxide on a 
cut. The liquid bubbles, releasing the oxygen which kills the bacteria and 
viruses which are anaerobic unable to live in high concentrations of oxygen. 

The movement's main leaders ECH202 Educational Concern for 
Hydrogen Peroxide in the US and ECH202 in the UK are run by people over 
fifty who have become dissatisfied with mainstream medicine, have found 
something that works on a wide range of diseases and illnesses, costs very little 
to purchase and even less to manufacture. 

Using Hydrogen Peroxide purchased at Boots, the proponents dilute drops 
of it in a glass of water and take three doses a day, increasing the dosage 
depending on severity of illness or the need to top up the body with extra 
oxygen lacking in large cities and polluted areas. 

But the Hydrogen Peroxide movement is just one part of a growing medical 
community that is using hyper-oxygenation as a medical tool. The International 
Bio-Oxidative Medical Foundation is a professional body established in the US 
to train doctors and correlate information on the use of Hydrogen Peroxide as 
a medicine. At the opposite end of the spectrum is Medizone which is using an 
Ozone (03) based infusion system specifically designed to cure Aids by mixing 
the patients blood with ozone outside the body then re-injecting the patient. 

There are claims of profiteering by members of the grass roots movement 
who say that all you need is Hydrogen Peroxide, which can be self 
administered, and that the more organised professional bodies are simply over 
complicating things, making a large and continuous profit out of a simple but 
effective cure. 

While mainstream medicine has yet to accept any of the claims made by 
the movement, the chemical companies have been swift to limit the availability 
of food grade hydrogen peroxide and those brands with a higher percentage of 
oxygen in them. In the US, the FDA has issued warnings and reportedly banned 
the sale of the food grade 35% from store shelves. 



i i ii ii i i i i* h :i 



i b i - • l I "• I a i 



Desk top morphing 



Have you ever had the urge to mutate into a wild and untamed beast? Tried 
unsuccessfully no matter how many Heinelcen your drink? Now state of the art computer 
effects found in Terminator 2, Michael Jackson videos and an increasing amount of 
television commercials can now be done at home. 

Morph from Gryphon Software Corporation (based in San Diego) can let your 
dreams come true. Released in the US at the Boston Macworld show the software had a 
constant crowd of onlookers mesmerised by the metaphoses taking place on the humble 
Mac. 

The straight forward and simple-to-use package takes illustrations, scanned photos or 
television-sampled images into both begining and end points. From there the software 
runs itself, creating any number of in between images from your two originals. A multiple 
series of morphs can take place place by simply adding and linking more in and out 
points. A changing president on American money is used in the demonstration files. 

Fine tuning of the effect can be achieved by selecting the outline areas to be morphed 
by placing small dots on the photographs. Films can be made automatically by setting 

time, number of frames and file name. The software takes a few minutes to run 

depending on image sizes, but when finished you're presented with a film of change in the 
file format of your choice including Quicktime. Morph retails at US$149 

The electronic guide comes 
down to Earth 



Sony and Panasonic have launched palm sized 
CD-ROM book players that feature a complete 
Qwerty keyboard, cursor, function keys and a 
back-lit display screen. Sony's Data Discman and 

Panasonic KX-EBPI bod> access information by 

typing individual words on the keyboard or by a 
choice of simple menu-based, cross-referencing 
and graphic search techniques. The player can be 
plugged into a video input of a TV screen for 
larger-scale presentation, and will also play 8cm 
audio CD singles currently available elsewhere in 
the world. Batteries will last approximately 3hrs. 

Each electronic boGk measures 8cm in a 
compact disc format, and can contain up to 
1 00.000 pages of A4 text and/or 32.000 visual 
images or a combination of both. One CD 
electronic book can condense the same amount 
of information that if printed would take up as 
much room as 200 London telephone books. 

Sony's first available titles will include an 
electronic speech writer's kit. with around I0.0OC 
quotations and inane jokes classified in specific 
topics for easy searching. According to the press 
release 'the international delegate will find this 




portable source of information of groat value to 
him whilst entertaining guests on the golf course 
or in the boardroom'. 

Closer to Hitch Hikers Guide to the Galaxy 
m usefulness is the CD-ROM release of 'Time 
Out' London Guide' which will incorporate the 
city guide and the eating and drinking guide on 
one disc. Cross-referencing will be especially 
useful with the CD-ROM being divided into key 
locations, giving instant access at the touch of a 
button to a wealth of information 

Columbia Tristar's first electronic book 
titles will be available .it Sony retailers 
nationwide and airport shops. The tides will 
range in price from £24.99 to £39.99. 



D-l-Y kangaroo for one 

Once Superman was said to leap tall 

buildings in a single bound. Now countless 

trainer companies are claiming that their 
inflatable heels recover energy that would 

otherwise merely heat the pavement. 

However if you really want to get a 
start at jumping tall buildings then strap 
yourself into the 55 pound device called 



the SpringWalker. The device lengthens 
your stride, doubles your leverage and 

stores twice the amount of energy as the 

next most efficient hopper. "We recover 
about 80 percent of vertical energy" 
according to John Dick (no kidding) 

president of Applied Motion in Claremont, 
California. "Kangaroos recover about 40 
percent, by far the best of any animal." 



Robots to run amok? 



The heart of the US defence industry In Long 
Island New York is currently being devastated 
by the recession and cutbacks in US defence 
spending. One company. Astro Systems Inc is 
prospering, taking an obliqje approach to 
product development by retooling for peace 
time with ammatrontc robots. 

The fluffy computer controlled robots 
have fluid motion giving them lifelike 
appearance and are synchronised co sound and 
motion, using a simple walk man- sty led cassette 
player. The robots are programmed by using 
another puppet which you control by hand. 
When you're happy with the puppets 
movements the audio tape is placed in the 
puppet's player and the entire creation comes 
to life. A selection of outer sktns are available 
including a friendly grandpa, a comical duck, a 



shaggy dog, and the generic scalely green alien. 

Designed for use at conventions, fairs, 
educational tours and special occasions, the 
AscroNcmicnl robots were originally used by 
creators of the Muppets and to run the 
Cookie Monster and Oscar the Grouch 
figures at two Sesame Street theme parks In 
the USA. 

But what will happen to the cuddly and 
friendly robots when the recession is over and 
military spending is on the increase? In the 
event of war will we see robotic decoys 
shaped like Miss Piggy? Roger the Rabbit in 
army fatigues wielding a machete' Or the 
more mundane but plausible endless clones of 
Arnold Shwartenager on the battlefield? Will 
this be the birthing grounds for The 
Terminator? 



Cyberlust comic 

Billed as the first computer generated erotic 
comic for adults only, Cyberlust is a generic 
cyberpunk styled comic with bit mapped nudity. 
Published by Aircel in three parts. 



Computer mind control 



The man machine Interlace is getting more Intimate thanks to the invention 
of the Relax Plus Infra red biofeedback system by Ultramlnd Limited. 

Taking a different approach to the standard biofeedback systems on the 
market, Relax Plus sensors are used as the basis of several games whose 
objects can be reached by relaxing instead of senseless violence. Once 
you're wired up to the system the computer can interpret the stream of 
raw data several ways. In the simple and colourful evolution game you start 
off as a tadpole swimming forward as you relax. The more your relaxed the 
further you go and after scrolling through a couple of screens you evolve 
into a fish, then onto a mermaid, grow legs and walk upright onto a beach 
and if you're really good you can reach the stars by becoming an angel. 
Other games including computer adventures using the system are in the 
works. 

Since the sensor measures skin resistance, you can connect the leads 
between two friends who are holding hands and play the game with a group 
of people. Speedy results were found by people who capable of self- 
hypnosis. 

The more serious aspects of the software include various tests, 
measurements and exercises for control of stress which the software runs 
you through In simple steps. And If the entire system is getting too easy for 
you, it allows for an alteration In sensitivity to fine tune your reactions. 

Current trials using the system include children undergoing 
chemotherapy, pregnant women and use at a Harley Street Stress Clinic. 
Other plans for the Relax Plus is to integrate the sensors as a new interface 
to a variety of products. 

Designed for use at health clinics, In the home and for corporate use 
Relax Plus runs on IBM PC and retails at £189.00. 



The 

rocketeer 

Once the dream future of every 
American household in the 1950s 
was the personal airplane. People of 
tomorrow would fly to work at their 
leisure making the skies the highways 
of the 90's. Well that idealised dream 
of the future died somewhere along 
the way, but avid readers of American 
Popular Science may be able to get a 
headstart on the rest of us by 
ordering one of several mail order 
flying kits from the small ads. 

The dream of the personal 
helicopter is the most popular. For 
US$14.95 you can get plans to build 
your very own simple one-man 
helicopter which boasts 'low cost 
assembly', 'can be built in a week', '95 
mph Top Speed' and 'no license 
needed'. 

For the more adventurous 
propane powered jetpack plans can be 
had for the same low price of 
US$ 14.95. It's simple, inexpensive, and 
will fly for 30 minutes! No mention of 
exploding into small parts when 
something goes wrong. 

Alternatively try the human 
powered ornithopter. Made from 
Kelvar, carbon fibre and Epoxy 
construct you'll look a sketch from 
Da Vinci's sketchbook with this on 
your back. It will take you two and 
half working weeks co complete and 
the promised cost in parts is under 
US$100. Whether it actually flys or 
not is another matter. 



Disappointed with the current 
prototype, the physicist inventor is 
currently designing a 25 pound sports 
model. When completed the performance 
will be approaching a comfortable gait of 
25 miles per hour on par of Carl Lewis's 
average. 

The actual device looks like the 
bottom legs of a huge metallic Ostrich. In 



fact it's a spidery exoskeleton of levers 
and stilts that straps to the torso and feet 
and suspends the wearer 18 inches above 
the ground. Pumping the feet stretches 
and relaxes a bungee cord mounted 
behind the operators back. The shock 
absorbing spring leaves joints unjarred but 
people have problems standing still 
without falling over, so the boffins are 



designing mechanical toes to give the 
device more purchase on the ground. 

Plans are underway to install 
servomechanisms to the SpringWalker 
which would add three parts of motor 
power to every part of leg power. This 
future feature especially intrigues the US 
Military who are fascinated by the 
possibilities of such a 'man amplifier*. 
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Godzilla... monster or politician! 



Little did Inoshiro Honda know way. 



doiiiK w hen lie directed 
Godzilla King of the Monsters 
in 1954 that he was creating 



the most famous film monster 



after King Kong most popular 
monster and hero of Japanese 
children and Japanese history. 



Originally (lodzilla films started as 
a serious vvav uf getting important 
messages across to an 
uninterested public hut slo\v!> 
deteriorated into cliildlsli monster 
wrestling bouts, with no story and no 
interest (except for pointing oul thee\e 
holes in the nibheiy monster cost urns 
and laughing at the bargain basement 

special crrecis). 

Kver since the Godzilla first appeared 
in lie lias been a s\mhol for 
something in Japanese society. In (954 
he s> mbolized the destruction of the 
atomic bomb: the evil of nuclear weapons 
and their power to destroy entire cities 
and millions of people. It's not surprising 
alter the horror of Hiroshima and 
Nagasaki thai the Japanese would Iind it 
necessary to put out anil nuclear 
propaganda to show the world just turn 
much ol a threat the atom bomb was to 
the human rare. l,aler on in his mm life 
he somehow became a svmbol of hope 
and the saviour of Japanese children. He 
was the hero who overcame all odds to 

save Japan and its countrymen. Later still 
he was Ihe eco-symbol. who along with 
man) other children's heroes on'IA set 
oul to rid Japan of its pollution and smog. 
\ massive success w hen you consider 
that Japan can now boast that it is one of 
the Cleanest countries in the World. But 
now in his 17th Him could it be true that 
he has become a symbol of Japanese 
aggression intent on wiping oul America 
and any other country that stands in its 
path? If you wen' to listen to the 
\merieao authorities it would seem thai 



In 'Godzilla vs King Ghidora' people 
from the 23rd cenlurv (nearlv ail are 
\merican) return in a time machine to 
1 992 to change hislorv . Telling the 
Japanese government thai Godzilla is 
going to awake and attack Japan, hv 
destroying nuclear power stations and 
spreading nuclear pollution over all 
Japan, wiping out the Japanese forever. 
Kiev arrange to go back In time to World 
War II and move Godzilla who at that 

time was a dinosaur-away from the island 
where it lived so that, when a nuclear 
bomb hits the island lie won't turn into 

the giant mutant lizard thai is Godzilla. 
This waj Godzilla will never 1m- born and 
Japan will surv ive. This is agreed, mil 
whilst on the island the future people 
release three Dorats ami when the atom 
bomb lilts the Island, these turn into King 
Ghidora who is then loose to destroy 
Japan. But why 0 Well it turns out thai in 
Ihe 2!trd century Japan has tonight Ihe 

entire world and is the most powerful 
nation in tlie hislorv. or man. King Ghidora 
was made to stop Japans rise in power 
and give America and the rest of the 
World a chance. So is this \nii- 
\merican7 When vou look at it.ves. The 
\inericaiih are portrayed as the bad gu>s. 
In the scenes in Word War II we see them 
being crushed by Godzilla as he saves a 
Japanese unit from them. 

They salute him as he walks aw av into 
the jungle having killed ihe Japanese 
people's enemy. 

Hul Godzilla mav be being used to 
push home a point when it comes to the 
much hated Ta\ Tower in Tokyo. This 
massive new building goes against 
everything in Japanese culture, being 
monolithic, over powering and totally 
immobile. In Japan, nothing is 
permanent. 

I'ven Ihe holiest of shrines arc moved 
even ten veal's because t lie Japanese 
belive that nothing ever stands still and to 
not move forward is to stagnate. So in 
Godzilla vs King Ghidora the main halite 
for Japan is done with the Tax Tower in 
between the Ivvo monsters and (list 
hapjM'ns to get blown to smithereens. 
W hatever happens in ihe future Godzilla 
will always swnbolize one thing in Ihe 




mind of most fans of monster films and 
Science Mellon and that is unashamed 
mass destruction The last won! should 

go to Godzilla's special effects director 
from his latest lllm koiehi kavvakilae savs 
"It'sa vvav to let off steam. I'd like to see 
Godzlllii ( esirov His ir» L in I ne\| '. Oh 
dear. I think that just might be Anti- 
American. 

Greg Lamb 

For more information on the Church of 
Godzilla write to: 

Church of Godzilla 

51 Cotswold Court 

Gee Street London ECIV 3RX, 

Filmography Godzilla-King of the 
Monsters 54: Gigantis-The fire Monster 
55; Godzilla vs The Thing 64; Ghidrah-Thc 
three headed Monster 65; Godzilla vs The 
Sea Monster 66; Monster Zero 66; War of 
the Monsters 66; Son of Godzilla 68; 
Destroy all Monsters 68: Godzilla's 
Revenge 69; Godzilla on Monster Island. 
71; Godzilla vs the Smog Monster 71; 
Godzilla vs Megalon 73; Godzilla vs the 
Bionic Monster 74; Godzilla 85. 85; 
Godzilla vs Biollente 91: Godzilla vs King 
Ghidora 92 
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Blue Man Group an* liulv smiit*!hiii£ different. Their three mrnilH-rs are 
not "ihealif" people. |usl uorkiim Vw Workers who merl re^ularlv to 
iiif™^^ uraliiMorin and create the umlaKonl.st. a hlue. Iwlil-hriidnl man. 

**hjk • \llhnn«h there are three "hlue men." lhe> think of IhemsehcN, 

peculiar* . as all ln'hi« the same, single Blue Man. 

Blue M.m mi»lil In* from another planet, or he might fust be an alienated 
human male. although his mateness Is not rmimasi/ed. t hen' are no 
s|>oken words in Blue Man's performance, •performance" doesn't seem an accurate term 
for Tubes, their auartl-Mlmihu; oll-ltroadna> show. In fad. I'tilies dors av*a> with most 
formal theatrical devices, such as "stage." "backstage" and "audience." The ulmle thing 
is wry iinimie and new and \er> high-lech. set. strangely. Blue Man is also wry . . . 
organic. 

I mm the heglnning. \m know yon'N In lor somelhing unusual. The theatre lohh\ 
and seating areas an* full of lubes. \ blinking sign, like Hie type you natch while Hailing 
In line at the bank, em outage* >mi to speak Into I he IiiIms. because somr or I hem are 
eonnec led to the backstage area. \our link with thos*- \un kstage heenmes eerih apparent 
as >oii eome to ie;ili/e "lhe\" luhoewr that might be — the show hasn't started and >ou 
don't >el knnu uho the players are) inlglil In Hatching you. Thr Hashing sign begins to 
comment on certain members of I he audience. 

Right Irom the start, toil re imolwil. The sign suggests urn wear recycled crepe 
pa|H i armhands. dislrlbuled In ( ostumed norkers. II >on nam to participate a great deal 
in the happening. The theatre has main return attendees (the cheapest scats are onh 
S22..10 (LI '.(Ml), making this a faith allordable ewnliig's repeal amusement) and litis 
has heroine a popular plaie to lake part* guests since it's cheaper and certalnh more 
tun than a 'regular - partv 

\ lot ol ibis show is about bow we're all "on overload." whether we like II or not. 
Blinking screens ghe us too main words to read. It's impossible to focus. High-tech 
\ldeo screens uhh sophisticated computer-generated images air presented right ulong 
utlh uurds written mi ordinal* placards, turned mauuall> h> Blur Man at much too fast a 
puce to be completely read and absorbed. Sophisticated demonstration ol computer- 
generated (racial geometry N projected, bit In bit. on shaying cream that Is spread on a 
screen with spatulas b> Blue Man. The artistic process and the art world are prompt h 
ridiculed b> Blue Man. who sph colored palnl ai canvasses and do other strange things lu 
create art. such as apparenth painting a man blue, suspending him In his leel. and 
slumming lilt it against a canvas. Beautiful musk is made wilh peculiar Instruments 
which seem to be made out ol . . . tubes 

The things we eat are examined. "Light" |unk food? Of course. \nd a brand ol 
breakfast cereal whose cniiii hlncss Is lis primary selling point K eaten so nolslh. its 
consumption becomes a percussive performance art piece. Win mil? Isn't tbut nhul 
vou re really supposed to do with the stuff? Blue Man Is |ust following Instructions. The 
ven process ol digestion is examined. 

There is much Illusion here. Time and place become abstract, and you link kb doubt 
eventhing vou are seeing. The world of virtual reality and its possibilities are briefly 
explored, and. laiilali/Juglv. the concept virtual traveler" Is Introduced, tte are shown 
such travelers, silling qulellv In colorful cocoons, as we ourselves become "virtual 
travelers" in the realm of KM I \\ \ V a place that Is both disturbing and enchaining 
Lisa B. Herskovfts 
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Hacker Files 

DCs recent history and their continued 
development of adult/left field comics 
iHellblAXcr, Swamp Thing) suggested 
that a well-thought out Cybcrpunk/Hackc* 
tide could hardly foil. Add to that the talent 
of a writer like Lewis Shiner (one of the 
original cyberpunks) and expectaoons were 
high. w 

So what the hell went wrong? The 
Hacker Files is a singular failure Shiner's 
text is a disastrous mess of cliche and 
genuinely embarrassing youth (punk?) 
elements. Central protagonist is Jack 
Marshall — a computer wiz with a dubious 
past (who bears a libellous resemblance to 
an aged version of a certain East Coast 
editor of a hacker magazine) — who is called 
in by the Pentagon when their systems 
begins to crash. The Gibsonisms are 
relentlessly dragged out. dusted off and re- 
used. We're presented with anarchist 
hackers, the Net. corporate machinations 
and NSA subplots. 

The narrative is bad enough. Even 
more Insulting are the superficial attempst 
to signify that diis comic is "genuinely 
interested' in computer subculture. 
Marshall's anarchy t-shirt which also 
appears on the computer generated cover 
and his explanation of speed metal tries to 
connect with a movement they barely 
know anything about Not since Peter 
(Spider Man) Parker's hippy days has a sub- 
culture been so self-consciously presented. 

The art and design are even more 
confused, which could perhaps be seen as 
surprising after Shiner's intensive 
tran spot t oris h explanation for the panel 
structure In issue I . By its nature the text 
is centred on narrative rather than super- 
hero fights, but for some reason the panel 
structure neglects this. Occasionally, of 
course, we get presented with computer 
graphics — presumably to break the 
monotony. While these generally suck at 
least Rudy Ruckers software is used In 
one instance... il nothing else it may turn 
kids onto Rucker (cont. page 9) 

(oiujm iHH:t i ^ la r I. | r « |7| 




Lawnmower man 

OK so The Lawnmower Man was a crap movie, but did 
anyone really expect an> tiling else? by Jim McCieiian 



Prt'-n 'lease hype mav have tried to 
surest tliefilm was a maverick 
"lou-budgel" production, put 
together away from Hie grasp of the hi« 
Holrvwood studios. I)ut the rylxr- 
cognoseenti surely didn't think thev were 
going to gel a thoughtful meditation on the 
[Mitential pitfalls inherent in I he 
development of virtual realilv. \ booieil up 
slice of teeh noir F\ flash aimed at the post 
12 audience was alwnvs an the cards, as 
was the evenlual conclusion of the \ R in- 
crowd — Nice KV shame ahout the movie. 
What wasn't quite so expected was thai 
ilii- film should in • snrh an incoherent 
mess. This isn't .1 film w hit h is "so bad it's 
Knod" (though it des|K'ratel> makes a pin h 
for that audience). However its aw fulness 
is interesting, its ineoherenee does actuall> 
bring Into Rhus the current ;i|mh <il\pti< 
discourse in which \ K has been presented 
lo ordinary punters. And the movie as a 
whole hints al an explanation for the 
modem Hollywood film s reliance on 
nonsensical kinetics above all else. 

The starling point lor tin- incolieivnce 
was the film's producers' obvious fear that 
\ K still wasn't well enough known to earn 
a mainstream movie. Hence the use of an 
old Stephen King short story as the oasis 
lor the [Hot. Of course all they, reallv 
wanted was the abovr-i he-line pulling 
power of the goremeister s name. 
ConseqiH'iitK Ihe film wassluck Irving to 
meld together two calastmphicallv 
dissonant image repertoires. 

Mini is Ihe standard plot used to 



dramatise Ihe issues surrounding the 
introduction of new lechnologv— a 
conflation of Frankenstein. Faust and 
Prometheus — dressed up in its modem 
form — tech noir. complete with shad) 
political Manoeuvres, manipulative suits 
working for the military industrial complex. 
Ihe programmed long-distance violence of 
I he t riilf \v ar. all dressed up w ith hacklil 
blue smoke, conipuier animations, 
forbidding bunker architecture etc. Pierce 
Umsnan's l)r \ngelo is Ihe arrhctvpal 
scientist in pursuit of "dangerous 
knowledge", transgressing the limits of Ihe 
human, impinging on Ihe territory of Ihe 
divine, underwriting it all by signing a pad 
with Ihe de\ it (the war machine): Jeff 
Fa hey 's .lot*' is the sn< rifirial niouster he 
creates, alternate!) svmpnthctic and 
horrific, befoiv he mutates towards the 
end of the plot and Incomes tin* digital 
demagogue who will save hum, mils in spilt 1 
of ilseir (or something). 

Hui nibbing against this vou havexour 
basic Stephen king cxeivisc in the 
suburban uurannv based around a "irlum 
of ihe repressed" revenge plot In which the 
outsider (hen- the simple-minded gardener 
.lobe) uses his (psychic) powers to take oul 
those who previous!) tormented and 
marginalised him. FAcrythlngyou expect 
from King Is here — had lathers, 
"dvsfunclional" families, religious 

paveision. leiekinesis. ihe reappearance 

of sacred monsters behind t Ih ■ while picket 
Fences, everyday items turned to v iolent 
ends (e.g. Jobe's prized mower, liig Ked). 



IVrliaps it never occurred to those 
behind the film, hut then' is no match 
Ix'lvveen these two strands. Then again, 
pert laps ihev ivalised this hut didn't care. 
\P.er all. t Im» last thing you expert from a 
I loll) wood movie these ila>s is coherence, 
of either narrative or tone. Vlosl 
blockbusters seem so desperate to omen 
all ihe lui^-s. to giv e every possible 
audience subgroup someihing to enjov. 
thev slide rrom melodramatic seriousness 
In flip evnicism. from pathos to deliberate 
hatlios without missing a trick. I)es|>crntel\ 
preprogramming our response. Ihev seem 
to want us to get into it lint alwavs offer a 
gel out clause, in general encouraging a 
kind of ironic nihilism in the audience. 

Tlie Irtiwmuower Man is no different. It 
wauls lo deliver a sombre warning uhnut 
\K. so cue pompous speechifying rrom 
Brosnan. agonising ovet what lie has done 
(occasional) Uniting the time to 
metaphorically conjure up the ITomethean 
tires b> striking a match). Hut just in case 
you're laired hv this, it throws in Ihe odd 
camp twist. Take Jobe's comments to the 
Doc. alter iH-ing dosed up on small drugs 
and mutating from dungareed gawp lo 
gelled dude in a matter of minutes — "Vou 
know I think iieople are starling to notice 
the changes in inc." \o kidding. ( Mice 
inside the virtual world. In true eylxTuippic 
style, .lobe tells Brosnan thai he just 
doesn't have* time tor him because he "has 
a billion calls lo make.'' Mli-huh. \nd if vou 
ivallv want to write the whole him off. Ihe 
film has a pre-programmed p-o-v for 
vou — Brosnan's wife, upset b> his 
onanist k attachmeui io\ R. stomps out ol 
the movie muttering "It mav lie the future 
to vou hut it looks like the same old shit lo 
me" (Sure enough when Ihe film came oul. 
the critics on the finalities riolightifll) 
seized on ibis as it was some kind of 
unconscious givoawav. as if ii hadn't lieen 
inserted deliberately). 

However. The l^umtumfT Mao goes 
far beyond the cynical nJtemation of [one 
vou expect of IlollyvvofKl these days. It's a 
s|N'( ta( alar mess, a scrambled whirl of 
references and ideas, accelerated l>eyond 
any stable "reading" of its subject. \TC. 
speeding he)ond Ihe fumbling control ol its 
chillis) director Bivil Uonard. Just nx 
totalling up the number of mo\ies il steals 
from (inostlv poliitlessi)). There's ihr lech 
noir canon (Tron. Scanners. The 
terminator. Robocopetci. new wave SF 
like 200 1 and \llered Stales, video trash 
(the Kotxn lump going a|>e al ihe defence 
lab is like .in SF take on Ihe nud innnkcv 
movie and Jobe's appearance al the garage 
to dispatch an ageing hull) . silhouetted in 
his VR suit, standing nevt lo his 
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kiuimmwer. ran'l lielp hut recall ihe Toxic 
Wen^er and (lis mopl. dni^ panic flics, trip 
movies. The \S ho's Tommy. even The 
U i/.ini of iYi (carh mi Jolie seems to 
(leill>eralel\ recall Hie Scarecrow wlio 
w ished lie IkkI a bruin). '["here's classic SK 
mythology — rVankensleiii ami Kausl— 
liilclietl loxarioux religious leftovers (ihe 
lurmenls or Job. JnlK'"s desire (o l>e< omc u 

(AlHT-CllriSl.SIIK'IV just ti lilllt' out of 

smkIi uilli hisarcessint: ol ilie pauan 
mind). hVyond (hat I here is Ihc- input from 
c\l>crp<i"k — small dint's, com paler 
viruses, hacker folklore (getting uil the 
phones in the world to ring 81 tin- same 
lime). (X)n romanticism. I he high lech 
weapons liuliism eic. 

Actually The l^iwnmowcr Man is 
ivrnaiiabh comprehensive when it comes 
to VR. logging all the ideas assorted 0- 
punks, /.ippies and Uomloids have 
su|HTiiii|Mtsed onto \ K since its media 
discover <H the end of the 80s. IVrhans 
I he ryher-set's irritation with Ihe movie 
wasn't down to the fact that it didn't take 
I hem S4>riotiKK enough, but more l>eeauso 
il look them loo scriousl\ . and in doing 80 
i \|«»sed the limitations of the \va> lhe\'\c 
coiHcpiuallsed \k so lar. If tlie film seems 
to deal In gonzoid slupidit\. Ihen it s down 
to the fact th.it media discussion lias never 
realK got beyond \R as se\. drugs and 
rock and roll. 

Perhaps dial's a little unfair \s The 
LaiffUMHtcr Man shuttles through its 
menu of possibilities — \ k as head trip or 
mind control. Ihe ultimate orgasm or anli- 
IkkI\ juvenile masturbation, post acid blast 
or weapons' labelling s>slem. plaything of 
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the liberated romantic imagination or new 
to> for sons of Gmtml and the uiiliian 
Indusliial complex, pun eyor of superficial 
Vfcl came thrills or vehicle Tor techno- 

euiiulioii. fast forward vision of Ihe hit are 
or primal screen reminding primilve 
ecstasies and shamanic powers long since 
forgotten lt\ UieWcsl — il becomes clear 
lliat. in .i vv,i>. ihc nim's incoherence has 



aetuallv l)eeii produced In Ihe current 
slate of VR. or more specifically, by the 
rolln live anticipalion and desire which Ihe 
lech lias st irred up but so lar failed to 
satisfy. 

In Ihe public Imagination, it not in 
realitv. \R is alrcnd\ up and running. It's 
broken through, opened up a space in 
peoples' heads. \s Dm* \ngelo says in the 
film: "It's something, and we haven't had a 
something for a while". The attraction of 

VR is that il promises somelhiiig more, 
beyond cinema. I"\ . drugs, whatever; a new 
frontier, a evberspnee race for a reeession- 
choked. claustrophobic \merica. It doesn't 
really mailer that so far the lechnologv has 
failed to deliver on Ihe type. YOD could 
almost Sciv it helps. II gives jM-oplc Ihe 
space to concept unlh invent \R over and 
over again, chasing that initial rush. The 
ivsull is a contradi( lorv wellerorever 
more fantastic scenarios, from dystopian 
visions of multinational evheispare and \K 
zombies to Terrem v Mekenna's theories 
dial virtual realilv will hasten Ihe "archaic 
revolution" in which we recover the 
sacramental powers of the imagination 
known to primitive societies. In other 
words. The Urn nit lower Man's 
si rambled hvsleria/is a direct index of 
\ K's currenl idenlitv as millenial hardware 
on which you can run am number of 
^wcalyptic software [Kickages. 

As for the whiz bang morph fest of the 

F\ seiiuences — perhaps, in purel), 
technical terms. I hex dct define Ihe state ol 
the art for big screen computer animation. 
There's no doming lhal Ihe film has Ihe 
(Kid smarl idea — e.g. thevvav Jobc digitally 
"deconstructs" some of ihc bad guvs, 
turning liiein into a dancing molecular 
swirl. Hut overall there's a definite lack of 
imagination behind the?*' supposed!) 
awesome images. The mctaniorplrir fractal 
space w hen' most of the v irtual action 
lakes pirn es looks like* a psychedelic 
Smarties commercial. The final sequence 
ol digital pal-a-enke where. lobe, would fx* 
cvber-Chrisi. is tning to enter the w orld's 
computer networks, lull Hods hisvvav 
blocked In a vims is just plain silly. 

The KX work Ik-si when the) attempt lo 
simulate .1 last forward plunge Into VR. 
blitzing ihe viewer with Hash edits and 

vertiginous!) infinite ix is. ll'sThe 

l-auiiinowcr Man's version of a familiar 
buzz, an assault vvbicli literallv moves you. 
the kind of thing big budget Hollywood 
movies— 1*1 hal Weapon \. T2. Point 

Break.— <to best these days, it's beside 

the point that these movies don't make 
sense, are incoherent, don'l liave proper 
narratives. 1 harat lers etc. Thcv don'l 
encourage old-stvle identification, more a 



The necessity for 3 publisher to have a 
hacker/cyberpunk tide has meant that what 
should have been an interesting tide has been 
nothing but an exercise in repetition. But then 
who wants to risk money on creating an 
original ude especially when the formula 
already exists! Unfortunately for DC comics 
great art is developed over years, as with 
Moore s Swamp Tiling and Miller's Dark 
Knight, not over night at the behes: of 
businessmen determined to cash in on the 
latest fad jack Sargeam 




Tetsuo 

Imagine David Lynch and David Cronenberg 
makjng a black and white super liero film on 
speed I nagme straight businessmen mutating 
into hideously deformed power mad 
monsters battling in suburbia to wailing 
saxophones and industrial hardcore. Imagine 
sex. death and meiamorphic garbage Imagine 
surreal animations, gonzoid splatter and 
driller kilter erections... 

Fortunately this DIY breeding experiment 
need never take place in our unsuspecting 
world. The murant offspring is already in our 
midst in the form of Japanese director Shinya 
Tsukamoto's Tetsuo: Iron Man. 

The film starts with a labourer entwined 
in a womb of wires trying to upgrade his 
strength and pump iron via some homebrew 
surgery with a seven inch metal rod which he 
inserts m his thigh. Unwrapmg his leg later on. 
he discovers the self-inflicted incision crawling 
with maggots, freaks and runs into the street 
to be hit by speeding car. Cut to the inside of 
a metal works and a besuited businessman 
spasming like a short circuiting robor — 
thousands of volts coursing through his body, 
his back bubbling underneath his jacket — 
sweat everywhere. 

X— e — T — S — U — O scrolls across the 
screen in a blaze of dead static. Cut with a 
bang to businessman shaving. He hits a 
resistor growing out of his cheek, scops, 
tries to remove it. It explodes a spattering of 
blood, like a huge zit gone bad. This is all 
within the first few minutes. 

Once the characters are set up the film 
develops as a soncs of duels, with both main 
antagonists evolving into deranged battling 
monsters; one enjoying the power of the 
transformation and hellbent on revenge, the 
other trying to understand what's happening 
(cont. page 1 1 ) 
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Dog beats on cat 



kind of Uriel tc Immersion in the image, one 
ttiadtafl Of litis is that it's a sign that 
* lissical twentieth renlnrv < inema (which 
relied on Identification, p-o-v. character, 
narrative etc) is (lead. 

If you want a time and place when il 
happened, the death throes were the 
disaster cycle and perhaps the intiiHliielion 
Of sensurrounrt sound for the Charlton 
I lesion (lie Earthquake marked the final 
passing avvuv. As (liiartton tried to dodge 
hilling inasnnn ami keep his rug on. ihe 

aim was no longer to move/involve the 
audience, jusi shake them tip a hit. Since 
then yon eonid argue that cinema has 
re\ cried hark to its origins as carnival 
sideshow. l-ook at the amount of films 
deserilH'd in terms of rollercoastei rides h\ 
directors and critics. Look at Ihe vvav 
COtUngedgc clnemaiir terhnolo£v is 
available first in nini studio theme parks. 

But this doesn't have to be seen just in 
terms of regression. Again. ( onsidrr the 
kinds of cinema on offer in theme parks: 
the all-around IMKUin degnv spectacle 

offered b> Imax and Otnnltnax (with 

Horizons in Disneyvvorld. a lour |M*rson 
vehicle travels across a huge lma\ senvn 
simulating spiralling flights and plunging 
vertigo): ( Jeorge Unas' Star Tours in w liich 
tJie seats buck up and down in time with 
the action on serin i. Studio theme parks 
as a whole rater to the puhlic desire to 
enter the film image. How ever you could 

argue dial they've alvvavs Immii piimitve 
experiments hi virtual reality, rur inotvon 
this look out For Scott Bukalninns 

upeotning "Terminal Idenlitv: Virtual 

Subjeclivitv in Postmodern Science I'letion" 

or liis essay "There's Mvvays 
Tomoirowland: Disneyland and the 

llvperrhicniatic Experience". 

Hut modem cinematic kinaeslltesia 
lileraiises Hi is and takes il to extremes. It's 
almost as if I Ik* film hi/, knows thai the 
reflective distance of the old screen doesn't 
deliver any more (French theorist 1'atil 
\irilio commented on Omnium cinema 
that ~vve can no longer separate screen 
from auditorium"). So they re quite liappv 
to leave Ihe old tcxlinnlogy and films that 
make sense to special interest groups, the 
Independents, etc. Instead thev seem to be 
larking up old cinema tech with a view CO 
anticipating our eventual eiitr> into the 
image world of VK. IVrliaps Ihe 
hvperkiuetic simulations available from 

theme parks and modem Hollywood COflK 
closest to tkMiveringa YK-slyle buzz. Seen 
in I his light. The I avviimovver Man's claim 
to Ih- Ihe world's fiitsl virtual reulitv movie 
look as ropej and dated as its prophetic 
atifist. Tlie film biz lias been dealing in Ihe 
v irtual rcalitv buzz for quite a few years 
alreadv. • 



Question: \Uien Is a i hildreii s animated 
series no I reallv nie.ml Tor children? When 

Isu cartoon In danger ol unin tin- real 
pswhnloiai.il damage? \tiswrr (on both 
eoiinls): When Ihe «.m i In question Ik 

Ren & St imp y — euirenth In lis second 
series on \t T\ and Mckelotleon and 
sweeping the Stales like Rart-uianU. 

Ken I s ! Slinip> is >mir generic two rule 
animals who are great pals. Ihe in perfect 
harmony and $t> nn areal adventures 



together' anhnaied series. Onl\ problem Ik 
thev aren'l Rival mends, Hirv ilon i live la 
blissful hariuouv. Ihe Iripslhc) goon are 
Inspired more h> I. SO I ban Inn romps In the 
forest. Needless to say Ihe entire series Is 
absolute!* brilliant and totalh unavailable 
In Ihe I K to date 

Km is presuniahh a < liiliu.iim.i *i 
\lr\i( .in ranlne wild the evrlwlls and 
areenl of a psychotic Peter I .ore. a hossv 
egocentric little oral »t a dog. with a 
schizophrenic allllude low a ids his 
companion/co-star. Siimpv Is a fat Utile 

tom-cat with a u irked Cheshire Cat grin 
unci a IVe-Wre Herman voire. Constantly ai 
mtds with each other bill always making up. 
the cal-do«» domestic love/hale relationship 
also lias "In ions liil nil 

inasmhlsilc/noiuoscMial overtones In a 

klmla rross-s pedes l>pe ot mgr. 

I'he adventures usualh he^ln with one 
aggravating the other or some unseen force 
aggravating bath ol I hem logi'lhei 

Take lllat k Hole' in which Ken X 

Siimpv are astronauts, cruising space in a 
Tin-Tin stvle iloikwork rocket. Ren is the 
captain, constant I* keeping his Captain's 
t ng Book up to dale. I.nlry — "Captains 



Log... tee ate last being surkrd Into /ee 
hideous \orle\ of zee Black Hole" (got ihe 

accent?) "... our ship's computer suggest 
onlv one last alternative"— START 
screaming hlliiks on the display . Their 
sc reams are iM'Mind Inieiise. like fourteen 
vcai olds tic. iking out on had add. Thev 
pliinimel Into Ihe centre of the mid. their 
laces stretched and distorted In the pull of 
gravity \ lightning ( rack later and Ihere 
thev are standing on a surreal moon with 



nvhig toasters In the skv. Ren exclaims 
We re alive!!! \live I tell vim' We re not 

made of vvav. but llesh and bones!" (keep 
that accent going) l^radualh- the camera 
pans noun from Ihe mid shol ol Ken £ 

Stimpv's l-'orbiddeu Planet slvlc costumes lo 
reveal lhal hoih are minus panis tint 
Hearing nagg> Wionts. 

Taking the initial be as captain. Ken 
decides lo search Ihe planrl and In his best 
John Ulnae iinpixvssion tells Slimp> that 
thev should spill up. Stlnipv hUssiullv 
follows Ken's orders bv dividing like an 
dinoehii. talking awav in opposile 
directions, \lter Inlllallv praising Stlnipv 
for his higeiiuilv the realllv of what his 
dear friend has managed lo do hits Ken like 
a lou of bricks. Outstripping Roger Ihe 
Kahhil In facial contortions, he screams 
"Pull yOMW If together? " To a hackgromid 
accoinpaidiiient of classical Hall/.. Slliup) I 

proceeds In eat Siimpv 2.... 

VI reach Itrillsh distributors are making 
tentative approaches lo Ihe producers. 
Knowing thev have a hot proprrtv nllb a 
lucrative product range in low. they're 

holding out for Hie hesl offer, tiuess \ou 
can I blame them. Helen Ives 
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Piazza Virtuale 

llazza Virtuale is said lo In- ;i s|*'< i.il 
Television pnijert running for HX) days 
From June lo September f>2 under the 
direction of Documcnui !). in kassel 
(kriiianv. It claims to iK'Hunipt's* flrwl 
inierjirti\eTele\jsii)n programme joining 
arts, media and technology from all over 
Kurope. and (n>m some oilier far filing 
places ;is well. VunCuoh TV. who are 
producing this extravaganza, hope to 
discover, (hroii^h I'ia/./a \ iiluale. a \va\ to 
implement new modes of communication. 

Mew eis ran pielurephone send taxes, 
participate through llieir computers, down 
'phone lines, modems etc.... On 
'International Coffeehouse*. TV viewers. 
Documenta visitors, and ha/.ycta guests 
create the programme content. Viewers 
control other interact i\e progniiniiies with 
their telephone kevpad. \%m can even, 

through the Van Gogh broadcast studio, 
talk with media artists through a 
Rolwitcamera. Viewers can even create 
music Willi other callers for the Interactive 
Classical Orchestra. 

There arc Pta/veitas, regional studios, 
located throughout Western and Kaslem 
Europe. Places such as Riga and Jurmala 
iol-il\ia. and Prague in Czechoslovakia 
make broadcasts on a regular basis as 
docs Vilnius in Lithuania. I.|uhljnna In 
Slovenia along with Germany, France. Ilal> 
and Switzerland. 

Hiis extravaganza is broadcast dail>. 
horn 1 1.00am to 12,30pm. and I'iida> and 
Nit unlay nights from OI .(K) to 06.00am. 
I 'sing the Olympus satellite. Piazza 
Virtuale will lie connected toother 
European networks from 9.00am to 
1 2.O0pm. daily. 

Many countries' cultural leaders an* 
involved with Piazza Virtuale. using it as a 
standing platform lor their arts and 
cultural messages. Academies and Kine 
\it establishments arc involved anil 
eonuibtiiiiig to this mass communication, 
oflering their buildings as meeting points 
for various parts of the broadcasts. In 

some eastern Kuropcan countries their 



national l\ will offer a free communication 
platlorm to citizens, artists and 
rommtinitv leaders blinking iheir 
traditional bierarchv of A with a live' 
satellite link to Kumpe. Kven the Modern 
Art Centre in Moscow will be the meeting 
point for Russians who wish to join Hie 
Piazza Virtuale. 

North \iuerica. Canada and even 
Japan, can gel in on the broadcast* using 
IM)\ lechnologv which feiitun^s colour 
moving pictures, image and text, over 
Special telephone hoi's. In the I S V the 
S< ;OL\ educational satellite network in 
Omaha. Nebraska, will link in North and 
South Ament a. In fact, the potential lor 
litis kind of experiment is quite amazing, 
provided von have some kind of equipment 
to communicate with. 

The idea behind the broadcasts is an 
excellent one. hut. in some countries, 
receiving 1 HUNK) callers in one hour, it 
must Ik* incredibly difficult login through. 
Visowhat sort of i|ualit> programming is 
this producing? What standard of narrative 
or content is w ithin the participants grasp? 

The fivedom of all nationalities to 
contribute to this project is the 
fundamental positive achievement. Also 
the respect for and accessibility of the arts 
and the media in Kumpe is a cultural and 
historic necessity . Counter cultures and 
language need not create harriers during 
this kind of experiment, w Inch uses 
creativity as the main form of 
communication 

Veress to the Piazza is possible from 
all over the world by 2(1 telephone lines 
which merge in the studio, an \i1 
laboratory in Kassel. Germany. These 
Inputs from pieturephones. cameras and 
computers are ini\ed by a central 
computer and then transmitted. A new 
'UseMnterfaee was especially designed 
for I he project .Text, live video, computer 
animation, sound and music all sent hv 
v iewcrs from different locations, appear 
simultaneously on the TV screen. 

Trudy Barber 



to htm before he degenerates into a huge 
mass of chrome and tubing. 

Funded by Tsukamoto. who worked on 
commercial* and videos in between filming. 

Tetsuo is Che Japanese equivalent of low 
budget independent movies like Todd Haynes' 
Poison or Tom Kalin's Swoon. Put together 
outside the mainstream film industry, free 
from the nit-picking attention of suns 
safeguarding their own careers. Tetsuo 
manages an intensity, z relendessness of vision 
which few films can match, In the canon of 

cyberpunk films, it's up there with 
Vidcodrome and Allen. You have to see it. 

Tetsuo can be caught at the ICA and 
Scala rep cinemas. Released next year with 
Tetsuo II by Island Video 




Cyberpunk HyperCard Stack 

It had to happen eventually: Cyberpunk* so 
enamoured with tools of the trade that they 

create a showpiece for their influences 
squeezing everything onto a box of black disks 
for the Macintosh. The result — the Beyond 
Cyberpunk HyperCard suck, a self-styled 
digital digest of anything and everything from 
fiction to theory, with vague connections to 
the C-word 

Perhaps the medium Is the message. But 
beyond that Beyond Cyberpunk doesn't 
deliver much at all. Sure, some of the 
information is llluminaring and inspiring but 
digging through the tortuous interface, you 
immediately start to yearn for the good old 
days when everything was printed on paper 
and you didn't need £ 1 .000 worth of 
computer gear and a mouse to flip a page 
Getting from ore section to the next is about 
as quick and just as much fur as crossing 
London on the night bus wtthoot a timetable. 

This is going to be a fundamental 
problem of hypermedia. 

The interfaces will have to be intuitive, 

selt explanatory, easy to use and transparent 
Still, these are the early days yet and with 
some luck the creators of the Beyond 
Cyberpunk will learn how to program and 
design cffocuVoty before the dark future 
they're pining for comes to pass. 

Beyond Cyberpunk is 529.95 plus 
$5 00 postage from The Computer Lab. 
Route 4. Box 54C Louisa. VA. USA 23093. • 
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I started in Virtual Reality bark in 1982 alter I graduated 
in engineering and was working in computer modelling 
systems. I found them absolutely abysmal to work with. 
Here were designers and engineers presented with a 
< ommimir.il ion medium with which they could document 
their ideas and could supposedly design with these systems. 
In reality you could only document your ideas, you're still 
designing on a lag packet. The upshot was you had a 
tremendously powerful medium in terms of three 
dimensional computer graphics, hut an abysmal way of 
dealing with the c reation, via a screen, through a command 
line interface or a window managed interface giving you 
several ports into Ibis electronic sea of data and these ports 
were fundamental!) two dimensional. 

Obviously co me in chose days we really needed a different way of communicating three- 
dimensional computer graphics and I became interested in looking at the past what other 
computer scientist had looked at and what was the state of the art in man-machine 
interfaces. In those days - '82 - things were just starting to happen. I guess we were 
looking at history; '68 with Ivan Sutherland, the godfather of computer graphics at Utah, 
everything he went through was all being done again, and people are saying that they did it, 
but the reality is that Sutherland did everything from basic two dimensional drawing 
through to Sketchpad I and three dimensional Sketchpad 2 to virtual reality with a 
stereoscope and this giant arm. It's all been done, the guy was an absolute genius - he had 
conceptualised what the issues were. 

So I picked up that work and, In particular, work by James Clarke who was the founding 
member and driving force behind Silicon Graphics. He did his thesis back in 74-78 under 
Sutherland, working on mathematical definitions on how to create curvacious shapes so 
that you can design things like cars, etc. He was doing some work with the Sutherland tool 
so he could design these things in space using this stereoscope. He was making some very 

interesting comments. At one point In his thesis he stated: 'If we were ever to design 3-D 
artifacts, we must have a truly three dimensional computer.' He had seen back then what 
was necessary, but of course the past technology was so primitive, 

I put together a proposal and embarked on a Phd research program in computer 
science, learning all the appropriate tools - programming etc - and started to look at two 
fundamental ihings: how to digitise 3-D co-ordinates in space ie: how the computer can 




Dr. Jon Waldern 

managing director and 
CEO of W Industrie!, 
wearing the Spate 
Gluvc anil holding 
model of Exc.'tfn 




Virtual reality first came to the 
public's attention with NASA and 
VPL's first tentative steps into 
the electronic ether. Heavily 
reported in the press, it wasn't 
until W Industries was launched 
that the public finally got to 
experience what some say is the 
next generation after television. 
Black Ice interviews the man of 
vision who brought YR to the 
masses. 
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Head 4 Head (right) 
virtually tyicem in use ai 
the Tocadero, Piccadilly, 
London 

The I0O0SD Solo (left) 
In production 



I0O0SD Solo is a sit in 
system which can be 
played sigularfy or 
connected to up to four 
other persons in other 
lOOOSDs. Two control 
configurations available - 
joystick or steering wheel 
with the possiblity to 
change between them. 
On front of the I000SD 
is an integrated colour 
monitor that displays the 
players view during 
gameplay. 

I0O0CS Solo (cyberspace) 

is a stand up unit using 
the Space Joystick, which 
can be turned into a 
hand, gun or sword and 
allows the player freedom 
ol 360 degree movement 
in the virtual world. 



Head 4 Head Specially 
built platform designed 
to accommodate both 
OOOSD and IO00CS with 



a centrally mounted large 
monitor displaying a 
computer generated view 
that automatically 
switches around the 
playfield. More complex 
versions include Yirtuality 
Destination Centre and 
LBE Centre (Location 
Based Entertain-ment). 



read an objects* location in space, so things could be tracked in the real world, also the 
ways we could visualise the three dimensional computer graphics imagery. 

I began working on what was basically the first virtual reality system for my Phd in 1983- 
84, It was this giant screen where you had a helmet and could manipulate the screen around 
the room tracked by an acoustic digitiser. I did a lot of fundamental experiments, and I was 
quite happy that I was seeing 3D objects free floating in space and could stick my hands into 
them. I had built a really low acoustic digitiser in those days with a refresh rate of I hz, it 
was a monster; I managed to convince a computer company to lend me a half million dollar 
computer which landed on my doorstep without graphics. I wrote the micro code for the 
thing, it was an absolute beast. In 1 985 a 1 024 line display was quite an advancement. Then 
in 1986 the Silicon Graphics system came out and the enure thing moved on in a quantum 

tap. |8 ' Wf 

The experiments I carried out were published in I.J.M.S. - International Journal of Man 
Machine studies in 1985. The results in those days were absolutely amazing. I brought in 
whole sections of society and was giving them little tests like "Can you see this object and if 
so can you touch the corners of this cube?" and "Can you see the keyhole in the side of the 
cube? If you can, put the virtual key in the keyhole." The shocking thing was that everyone 
could do it, and what we were looking at then was a potential new medium, which is now 
known as VR, and I was keen to progress the experimental success. 

Like most normal people in the UK with a good Phd, and fairly obsessively entwined 
with their work, I applied to the UK government to fund me on the next stage of my work. 

A big joke! I think the biggest joke was that I 
wasn't 108. didn't have a beard or spent years 
being stuck tn lab and, of course, several books. 
Young ideas are the handicap of youth. It all fell 
on stony ground. 

I went on to get 50% of the whole project 
from industry, amazingly, and still the bloody 
government in the form of the Science and 
Engineering Council turned me down. I had 
seen the report on my proposal. The most 
pathetic excuse was given for turning it down, 
(you're never supposed to see these things) - typical British cover-up. 

Fortunately it was for the best. After setting up a software consultancy company in '87 I 
formed W industries with three colleagues of mine including Terry Rowley, one of the 
county's top military simulation specialists. He had just built an incredible simulator for GEC 
Marconi but they bungled the marketing of it. It was the most state of the art machine you 
had ever seen: they just didn't know what to do with it, or how to market it, so he was 
pissed off. He was fascinated with VR, so we both came from a very strong simulation 
background. 

Doctor Humrich was an old colleague at university and an excellent computer engineer; 
I invited him to join the board, heading software. Richard Holmes; an ex Rolls Royce 
engineer, had practised in design and development for some years as a consultant. He's well 
used to taking inspirations through to mass production. We had the elements of a good 
mixed team to bring it all together. We built the first system in my garage in '87 - '88, I 
won't dwell on that because it's a bit of a cliche these days. Steve Jobs wasn't the only one. 

Bl: What was the turning point in technology that allowed you to develop VR 




EXOREX: Single to four player game 
where you're at the controls of a 
giant, walking mechanised robot tank. 
You have been falsely imprisoned and 
must fight for your freedom against 
other opponents in this 23rd Century 
tnal-by combat scenario. Trapped in 
the small city you're armed with head 
tracked laser canons and rockets while 
guided around the urban decay with a 
heads up map. You must destroy the 
other Exorex as many times as 
possible to win freedom. 



further from your previous hulkingly 
huge machines? 

Obviously there were a number of 
developing technologies, particularly LCD 
screens, having a very pronounced effect 
on the eligibility of VR which had to be 
contained in a small headset/visor system. 
Secondly, we were playing heavily with 
Commodore Amigas at that point linking 
five Amigas in a pseudo parallel, 
multiprocessor type of environment. 

We could see that the prices were 
coming down. In those days memory was 
expensive, but the cost was coming down 
and we could see a point where we could 
create a multiprocessor device that would 
allow VR ro happen. It's very processor 
hungry; you could never do VR on a single 
system. People who do VR on Silicon 
Graphics systems are crazy. Its a bloody 
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Legend Quest: Dungeons and dragons 
type game set in the distant land of 
Khelda Roth, now possessed by evil of a 
vengeful god. The adventure utilises the 
I OOOCS and allows you to define your 
character attributes and profession 
(wizard, chief warrior etc) before 



doing that at price points that computer simulation never even got near. That was very 
exciting. 

The second reason for pursuing entertainment heavily, was that everything about the 
consumer field was so much more difficult than in Research and Development where you 
can produce a glove with lots of wires hanging off of it. or an Italian diving mask with a 
couple of screens in the front of it But when you get into the public arena its a whole 
different ball game, you have to actually design a product for a lot of different people to use, 
not |ust professionals In computer labs. 

So in 1988 we said, 'right we have a prototype.' We wrote a business plan and at the 
same time we won a big competition in the UK for the best new product and for best new 
start up business, which was assessed not only by the technology, but also on the way we 
were looking at the market, the way we were looking at building the company and the 
various application domains. So a lot of thought has gone into the W Industries business 
plan and It has rolled since 87 and we haven't missed a beat yet 

We took the plan to market and I agreed on an option within two days of announcing 
our business plan with a major PLC. We sold a large chunk of equity and became part of a 
group for the next year. We went to ground in absolute secrecy, to develop Virtually as 
you see it today. Just to tool up. to engineer a Viset. you're talking about 9 months lead 
time flat out just to engineer and get the injection model tooling done etc. 

There is a lot of work downstream of the pure technology you see on top of it, which is 
actually concerned with traditional engineering, getting down, rolling your sleeves up and 
looking at isometrics, ergonomics, health and safety and looking at all the various 
Implications of all the bits of technology that you have to develop to actually roll into the 
system. There Is a lot of work needed there which we had anticipated. Of course the 



entering the underworld. Characters can 
be saved on special keys for later 
continuation of the quest. 




Computer gmrrM+d camero 
POV of Exorex In built 



powerful graphic system but you need 
more downstream processing to handle 
the other down stream applications, like 
the matrix multiplications, even before the 
graphics are done. 

We had identified that we needed a 
multi-processor environment, which ever 
way we looked at it, and that's what 
Expality is today. We worked on linking 
up these systems in a patch-work quilt- 
but at the end of it we had The Giraffe'; 
an arm with optical shaft encoders built in 
on two dimensional tracks. We were using 

that and proposing that in a kind of leisure 
activity. By that ume I was looking heavily 
at marketing applications for the 
technology that we were developing. We 
could see obvious applications that would 
come on in CAD/CAM. computer 
graphics per se, and the traditional 
applications of architecture, molecular 
engineering plus obviously the computer 
aided/automated programs like animation, 
etc 

The real goal, the real potential of VR, 
is in entertainment because what we sat 
on back then was a whole new medium of 
convincing people that they're in a whole 
new electronically simulated world and 




beautiful thing was that in our final year, the year in which we were developing Virtuality, 
that young Jaron Lanier had launched VPL (California based VR developers) and was moving 
around the world extolling the virtues of VR, which was fabulous since were sitting back 
here designing and laughing our socks off since this guy was doing a year's work for us. 

That was really great! He was getting everyone used to the whole thing, everybody 
getting very excited and understanding the concepts, which are quite abstract. So we took it 
right through that time and we launched the system and company in November. 
Tomorrow's World was the very first thing anyone had heard about W Industries. We had 
absolute secrecy, total cover up until that point. I'm a great believer in having something 
finished and working before jabbering about it. When I say Virtuality is a product we have 
engineered over such and such length of time, it is absolutely at the first stages, it's in its 
infancy and it will develop from here with good solid engineering practices and the adoption 
of absolutely incredible new developments in the way we get VR and the way it becomes 
more manageable by the general public. 

Bis How was the system designed as a unit? 

The system today has been designed as a low-cost starter pack. You can buy a Virtuality 
stand up unit - a starter pack for the researcher in college or academia for £ 1 6,500. »► 
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Which sounds like a great deal of 
money but. is not actually a great amount 
since you get all the bits and pieces. His 
department can buy a machine and get on 
a. Good solid computing technology, 
absolutely robust - and can use a VGS 
(Virtually Graphic System) with all the 
software there and just plug into it and off 

they go. jl^W^ 

No, there isn't a market out there yet 
for VR CAD/CAM and all the other things 
but everyone wants to get started to try 
and create it. We have a lot of people 
purchasing the system who are porting the 
software onto it looking at it, investigating 
it, doing all types of experiments and 
development with ic 
Bl: Examples. 

We have people in Holland developing 
new kinds of computer graphic displays to 
navigate yourself around buildings etc. 
Looking at the input/output, there's a big 
race at the moment to develop VR 
interfaces. Here you have a system where 
you have broken every rule. Look at 
Apple when they launched their computer 
in London. Half the business audience 
walked out because all they said. 'Christ, 
this is a toy. I'm not going to use this.* And 
now they fight billion dollar law suits over 
the interface. So a lot of people learned 
their lesson. OK so it's crude, and it's not 
as good as traditional sit down displays. 
But then if you look at things like the 
image resolution which is what people 
home into, say if I zero my view. I can turn 
360° and actually have a resolution in my 
field of view of A or 5 thousand pixels, 
effectively. So the whole point is that you 
can measure VR against normal computing 
environments, it s a whole different ball 
game. 

Bl: Can you give some examples 
of software developers. 

We've been further developing 
Animate and we re engineering that into a 
new product. We haven't ever launched 
Animate, its the operating system that 
binds all the processors together within 
Expality which is currently Amiga based. 
We're moving to a totally new generation 
of hardware and, in particular, software 
systems. In that context we're looking to 
licence Animate to key players that want 
to jointly team with us in various strategic 
areas of VR application development 

This year was a year of getting on with 
business and providing products, and 
building efficient internal systems. More 
importantly to move the art forward. Not 
talk about it riot think about it. but do it 
Using resources that we have now. which 
aren't inconsiderable, to pile it back into 
the effort. We've done that and we're 




Dactyl Nightmare: Surreal one to four 
player game based on 1 000CS. Two levels 
of play; shoot anything that moves — 
your opponent (real or computer 
generated ) and the menacing 
pterodactyls. Advanced mode gives you 
axes, shields and cross bows with a more 
complex 'capture the flag scenario. 
Beware of the pterodactyls which will 
pick you up and drop you into oblivion 



looking to show the fruits of that next 
generation around Christmas time. 

Bl: Any specific companies doing 
research? 

There's a lot of PLCs over here, 
British Telecom, is one, and now defence 
organisations. We're very supportive of 
defence work with this technology. Now I 
know VPL will not sell to defence 
organisations, although I have heard of 
quite a number that have bought their kit, 
are now buying ours incidentally. That 
quite knocked me out at the London 
conference. Young Zachary standing up 
saying, 'we don't support defence', and 
everyone applauding him. I knew his 
company had shipped to defence 
companies! We have no qualms about that, 
we're being supportive of any applications. 

Bl: All of the original VR research 
started with the US military. 

Absolutely, there are some quite 
incredible flight sim opportunities with VR; 
some incredible opportunities for 
designing cockpits of the future, even 
designing isometric or ergonomic layouts 
of the cockpit to check for reach, data 
acquisition from instrumentation. 

There is also a need for a virtual 
display, where a traditional 2-D flat screen 
patently won't do. It's fundamentally 
unsupportive of the information you need 
to acquire. A lot of these miliary, scientific 

and commercial companies are buying our systems, putting on their own experiments, and 
investigations. Now we're getting people porting their software into our system. The whole 
way we designed Virtually is that you can either plug in our two graphic cards, which is our 
cheap and cheerful graphic subsystem because it's primarily intended for the leisure market, 
or you can plug two Silicon Graphics cards straight into die unit. 

Expality is a VR computer. There are boards that are purpose designed: for instance 
format board will take any Silicon Graphic board and the video amplifiers handle the Viset, 
and manage the whole system. The Amiga is brilliant since it is great at input/output and has 
a super little sound system which we use to drive our quadrophonic spatial sound system. 
We haven't got a Convolvotron. We're talking about a unit that starts at £16.500 and I've 
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Th« giraff «. th* original design (or 
the VR leisure centre* 
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VTOL: Places you in the cockpit of a 
Harrier jump jet with head up display 
techniques derived from the real fighter 
plane to lock on to and destroy enemy 
aircraft. Players can select different skill 
levels from the novice Cadet with simple 
controls through to Ace pilot where the 
advanced control handling reflect the flight 
dynamic of a real Harrier Jump Jet. 




cockpit view from the 
Harrier Jump Jet (aboe) 

Title page 

for VTOL (opposite) 




checked that a Convolvotron itself costs £25,000. It's just a straight-forward virtual tracking 
system. Tracking and altering die frequency and the volume. Hence achieving perceived 
spatial displacement of sound, no more, no less. 

Bl: Intel has a plan called Micro 2000 which is their plan for the future based 
on projected chips capacity doubling every 18 months. They're designing the 
microprocessors that operate at 250 Meg hertz (on par with a microwave) with 
100 million transistors, integrated with multi specific processors for varied tasks. 
Intel has reserved 25% of the chips transistors capacity for the user interfacing 
which would could carry VR on home systems.... 

Sure, che entire thing is moving so damned fast. Obviously the computer chips are only 
one important aspect to VR since you're so hungry for processor power and in particular 
floating point processing power. But there are many other aspects to VR. At the moment 
we're running visual display in the Viset which are the highest resolution you can get on a 
LCD screen, but ours is the highest quality TFT. RGB displays. 

W Industries will be shipping higher resolution screens to our existing and new 
customers as simple change part. In Expality we can program our chips to go right up to a 
1024 x 768 resolution. We just program them on the fly to be whatever resolution we need 
and so with a four times improvement in the headup display, you immediately catapult 
yourself into an area where an awful lot more applications that are currently being worked 

on can be used. The whole purpose of the 
Viset is that you can upgrade resolution 
without having to throw the unit away. 
You just plug the modules in, since we 
knew che LCDs were going to change 
constantly. 

The two things that change are the 
computer graphics which we make on our 
own boards; a graphic sub-system that 
plugs right into the Expality and the LCD 
display units which are about £ 1 00 each; 
]ust chuck them away or send them back 
to us and pop in the new ones; they're 
just retrofit straight into the unit. We 
designed the Viset specifically for that 
purpose, and the Viset stands up to a 2-3 
meter drop test, we haven't gotten any 
higher than that The tubes are all steel 
reinforced. If you design for leisure 
applications, everything else is 
downstream. It's eas/ because leisure 
entails perfect balance, perfect health and 
safety - hygiene and all those 

requirements. Everything will have to be 
upgradable because no leisure operator's 
going to be stuck with yesterday's technology. All of those aspects we have designed into 
Virtuality so that people can get started with the system and can also do their own field 
upgrades so that old systems become old friends. 

What Virtuality is is the Expality computer, the Viset visor and the Animate software 
system that binds up all computers and gives you the real time simulation system. Actually in 
Animate there are a whole bunch of things that you need in VR. like real-time database load 
management, things that are coming from a simulation background we sec automatically as 
necessary. People in the VR community (and this is what amazes me) say 'Oh. we're putting 
In database management now to ensure that frame rate doesn't dip because we found 
people are having epileptic fits because were giving them fluctuating frame rates.' 

Bl: I've noticed your shelves are filled with various types of games. Can you 
import already existing 3-D environments like the worlds created by Microsoft's 
Flight Sim library and dropping them into Virtuality? 

I don't think wc do that, but at the moment we have a standard DFX file interchange 
support so we can take any 3-D information from an architectural database. So. you could 
design an environment in AutoCad and take it straight in, use it and start to build your own 
interface within it. That's one port we've made there and we're doing something with 
another very big computing company for more serious CAD applications for motor 
manufacturing, etc. 3-D file formats are so difficult, you have cartesian polygonal 
representations, but it's just a matter of re-working the interface. We've picked the most 
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Which sounds like a great deal of 
money but, is not actually a great amount 
since you get all the bits and pieces. His 
deptartment can buy a machine and get on 
it. Good solid computing technology, 
absolutely robust - and can use a VGS 
(Virtually Graphic System) with all the 
software there and just plug into it and off 
they go * 

No, there isn't a market out there yet 
for VR CAD/CAM and all the other things 
but everyone wants to get started to try 
and create it. We have a lot of people 
purchasing the system who arc porting the 
software onto it, looking at it, investigating 
it, doing all types of experiments and 
development with it. 

Bl: Examples. 

We have people in Holland developing 
new kinds of computer graphic displays to 
navigate yourself around buildings etc. 
Looking at the input/output, there's a big 
race at the moment to develop VR 
interfaces. Here you have a system where 
you have broken every rule. Look at 
Apple when they launched their computer 
in London. Half the business audience 
walked out because all they said, 'Christ, 
this is a toy. I'm not going to use this.' And 
now they fight billion dollar law suits over 
the interface. So a lot of people learned 
their lesson. OK so it's crude, and it's not 
as good as traditional sit down displays. 
But then if you look at things like the 
image resolution which is what people 
home into, say if I zero my view, I can turn 
360° and actually have a resolution in my 
field of view of 4 or 5 thousand pixels, 
effectively. So the whole point is that you 
can measure VR against normal computing 
environments, it's a whole different ball 

gam*. 

Bl: Can you give some examples 
of software developers. 

We've been further developing 
Animate and we're engineering that into a 
new product. We haven't ever launched 
Animate, its the operating system that 
binds all the processors together within 
Expality which is currendy Amiga based. 
We're moving to a totally new generation 
of hardware and, in particular, software 
systems. In that context we're looking to 
licence Animate to key players that want 
to jointly team with us in various strategic 
areas of VR application development. 

This year was a year of getting on with 
business and providing products, and 
building efficient Internal systems. More 
importantly to move the art forward. Not 
talk about it, not think about it, but do it 
Using resources that we have now, which 
aren't Inconsiderable, to pile it back into 
the effort. We've done that and we're 




Dactyl Nightmare: Surreal one to four 
player game based on 1 000CS. Two levels 
ol play; shoot anything that moves - 
your opponent (real or computer 
generated ) and the menacing 
pterodactyls. Advanced mode gives you 
axes, shields and cross bows with a more 
complex 'capture the flag' scenario. 
Beware ol the pterodactyls which will 
pick you up and drop you into oblivion 



looking to show the fruits of that next 
generation around Christmas time. 

Bl: Any specific companies doing 
research? 

There's a lot of PLCs over here, 
British Telecom, is one, and now defence 
organisations. We're very supportive of 
defence work with this technology. Now I 
know VPL will not sell to defence 
organisations, although I have heard of 
quite a number that have bought their kit, 
are now buying ours incidentally. That 
quite knocked me out at the London 
conference. Young Zachary standing up 
saying, 'we don't support defence', and 
everyone applauding him. I knew his 
company had shipped to defence 
companies! We have no qualms about that, 
we're being supportive of any applications. 

Bl: All of the original VR research 
started with the US military. 

Absolutely, there are some quite 
incredible flight sim opportunities with VR; 
some incredible opportunities for 
designing cockpits of the future, even 
designing isometric or ergonomic layouts 
of the cockpit to check for reach, data 
acquisition from instrumentation. 

There is also a need for a virtual 
display, where a traditional 2-D flat screen 
patently won't do. It's fundamentally 
unsupportive of the information you need 
to acquire. A lot of these military, scientific 

and commercial companies are buying our systems, putting on their own experiments, and 
investigations. Now we're getting people porting their software into our system. The whole 
way we designed Virtually is that you can either plug In our two graphic cards, which is our 
cheap and cheerful graphic subsystem because it's primarily intended for the leisure market, 
or you can plug two Silicon Graphics cards straight into the unit 

Expality Is a VR computer. There are boards that are purpose designed; for instance 
format board will take any Silicon Graphic board and the video amplifiers handle the Viset. 
and manage the whole system. The Amiga is brilliant since it is great at input/output and has 
a super little sound system which we use to drive our quadrophonic spatial sound system. 
We haven't got a Convoh/otron. We're talking about a unit that starts at € 1 6,500 and I've 
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The glrafft, the original dci'gn tor 
the VR leisure centres 



VTOL Places you in the cockpit of a 
Harrier Jump jet with head up display 
techniques derived from the real fighter 
plane to lock on to and destroy enemy 



aircraft Players can select different ski 
levels from the novice Cadet with simple 
controls through to Ace pilot where the 
advanced control handling reflect the flight 
dynamics of a real Harrier jump Jet. 




cockpit view from the 
HattIci Jump Jet (oboe) 

Title page 

for VTOL (opposite) 




checked that a Convolvotron icsetf costs £25,000. It's just a straight-forward virtual tracking 
system. Tracking and altering the frequency and the volume. Hence achieving perceived 
spatial displacement of sound, no more, no less. 

Bl: Intel has a plan called Micro 2000 which is their plan for the future based 
on projected chips capacity doubling every 18 months. They're designing the 
microprocessors that operate at 250 Meg hertz (on par with a microwave) with 
100 million transistors, integrated with multi specific processors for varied tasks. 
Intel has reserved 25% of the chips transistors capacity for the user interfacing 
which would could carry VR on home systems.... 

Sure, the entire thing is moving so damned fast. Obviously the computer chips are only 
one important aspect to VR since you're so hungry for processor power and in particular 
floating point processing power. But there are many other aspects to VR. At the moment 
we're running visual display in the Viset which are the highest resolution you can get on a 
LCD screen, but ours is the highest quality TFT. RGB displays. 

W Industries will be shipping higher resolution screens to our existing and new 
customers as simple change part. In Expality we can program our chips to go right up to a 
1024 x 768 resolution. We just program them on the fly to be whatever resolution we need 
and so with a four times improvement in the headup display, you immediately catapult 
yourself into an area where an awful lot more applications that are currently being worked 

on can be used. The whole purpose of the 
Viset is that you can upgrade resolution 
without having to throw the unit away. 
You just plug the modules in, since we 
knew the LCDs were going to change 
constantly. 

The two things that change are the 
computer graphics which we make on our 
own boards; a graphic sub-system that 
plugs right into the Expality and the LCD 
display units which are about L 1 00 each; 
just chuck them away or send them back 
to us and pop in the new ones; they're 
just retrofit straight into the unit. We 
designed the Viset specifically for that 
purpose, and the Viset stands up to a 2-3 
meter drop test, we haven't gotten any 
higher than that The tubes are all steel 
reinforced. If you design for leisure 
applications, everything else is 
downstream. It's easy because leisure 
entails perfect balance, perfect health and 
safety - hygiene and all those 
requirements. Everything will have to be 
upgradable because no leisure operator's 
going to be stuck with yesterday's technology. All of those aspects we have designed into 

Virtuality so that people can get started with the system and can also do their own field 
upgrades so that old systems become old friends. 

What Virtuality is is the Expality computer, the Viset visor and the Animate software 
system that binds up all computers and gives you the real time simulation system. Actually in 
Animate there are a whole bunch of things that you need in VR, like real-time database load 
management, things that are coming from a simulation background we see automatically as 
necessary. People in the VR community (and this is what amazes me) say 'Oh, we're putting 
in database management now to ensure that frame rate doesn't dip because we found 
people are having epileptic fits because were giving them fluctuating frame rates.' 

Bl: I've noticed your shelves are filled with various types of games. Can you 
import already existing 3-D environments like the worlds created by Microsoft's 
Flight Sim library and dropping them into Virtuality? 

I don't think we do that, but at the moment we have a standard DFX file interchange 
support so we can take any 3-D information from an architectural database. So. you could 
design an environment in Autocad and take it straight in, use it and start to build your own 
interface within it. That's one port we've made there and we're doing something with 
another very big computing company for more serious CAD applications for motor 
manufacturing, etc. 3-D file formats are so difficult, you have cartesian polygonal 
representations, but it's just a matter of re-working the interface. We've picked the most 
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common in the world. So in reference to 
adhering to standards, that's the one we 
saw at the rime to use. 

Bl: Are you working with any 
software game companies who have 
already created 3-D environments for 
their software? 

Our Virtuality games have never been 
done before. We have built up our own 
team here and we are doing some 
currently. What I want to do with the 
software teams is create a Paramount 
studio of VR entertainment software and 
that's one of the areas that we are 
pursuing. We do have a connection with 
Spectrum HoloByte in the US, who will 
convert their entire Electronic Battlefield 
Series starting wirh Falcon 3 0 and Avenger 
A- 1 0 to Virtuality titles. 

Bl: One of the problems with VR 
entertainment that keeps on coming 
up is that, while you have the 3-D 
environment simulation that you can 
move around and do things in, using a 
film as reference, you can't have the 
timing, the build up tension and 
structure the excitement in the same 
way. 

That's because there have been poor 
examples to date. Computers are 
unintelligent, but you can pre-define quite a 
lot of hooks or assessments situations 
within the software to allow the tension, 
the highs and lows in any experience to be 
mapped. Say, for instance you're coming 
out of the central bay of the mothership 
and you're in a tie fighter, good 
programming co-ordinates the 
orchestration and co-ordinates the tension. 
We also use things like subliminal heart 
beats. All the normal tricks of the trade, 
everything found in the cinema, but 
obviously having to write software to map 
what the person is doing. For instance, if 
he suddenly goes into a dogfight sequence 
and discovers his friend, we pan down the 
orchestration and pan up the special effects 
so the mind naturally focuses on the task in 
hand. It doesn't matter what his 

surrounding area is like in the craft, he's 
chasing the thing he has his mind and 
concentration honed onto. This hooks 
back into the database management in 



Animate; you can dynamically designate the resolution and detail of any of the items in the 
virtual world. For instance, in the dogfight example, if your Mig 2 1 . say in VTOL streaks 
overhead you quite naturally look up as it flies over you and then pull back on your joystick 
to pull up in a loop and barrel back to chase after him, things you could never do on a 

screen. 

What we do in that case is we use a fractual database in Ammet and we dump the 
resolution on the terrain, since you naturally expect the person not to be looking at the 
terrain, dropping it back to fourth or fifth level, and we whack up the level on the aircraft 
so it's up to 600 to 700 polygons, a high level of detail for us. With VR software you can'c 
logically translate existing games into VR games. For a start the level of sophistication is 
infinitely higher than anything anyone had previously created. 
Bl: The ideas are the same. 

The ideas are fundamentally the same but the point is the quality of the experience can 
only be borne out with a certain threshold of computer power to actually allow you to do 
tricks like that. Nobody can draw parallels with what has gone before and translate that into 
what will be, because we've gone through the thresholds, the thresholds of accepting in 
detail, etc. No one can say what the acceptable will be in a VR environment until they're 
stuck into one of our systems (because it's the only one they can go into anyway) and have 
flown around and been in the interactive game. 

No one can tell me what you can and can't do because we don't even know yet. We're 
finding out all the time about what's good. We story-boarded four experiences in May of 
'89 that we thought would be all right in VR. We soon gave up production on all four and 
concentrated on one and then, by September '90. had that one pretty well there but had 
completely rewritten all of our story boards. We've worked on bringing att the others into 
line. The result of that was that we just threw away a lot of traditional genres in favour of 
completely new genres and, in that same breath, we had to stick with traditional ones 
because that's what the market at the moment wants - you gotta have the Star Wars type 
environment where you take on your own starcraft. You gotta have flight slm. your own 
motor cycle experience. But we're going to be working on some very much more abstract 
sorts of games that rewrite the way people interact with computer based entertainment 
because we have new capabilities, and they're pretty fundamental tools. 

Bl: Do you see your system developing in the future to the point of becoming 
an interface/front end to 'Cyberspace? 

Yeah, there's no question. 

Bl; Technically the information that comprises 'Cyberspace* is already there 

but we have no way to relate it to normal 'reality*. 

I don't understand what Cyberspace is, I used to call VR spatial imaging until VR was a 

phrase that everyone had gotten used to. so we changed it to VR and marketed Virtuality 
back in '86. We've got the de facto name now, so I'm just happy to call it VR. Could you 
explain the difference between VR and Cyberspace? I don't exactly know what Cyberspace 
is; I know the cybermen from BBC's Doctor Who. 

Bl: Cyberspace is the raw data/information in computers and in networks. 
VR is a possible three-dimensional interpretation of that data which is easier to 
relate to and manipulate. 

The subject area in computer science, especially in regard to human computer interface, 
is VR. and VR is the re-creation and simulation of reality in a natural way in terms of the 
traditional simulations, so that we can completely convince people that they're within that 
environment. We then present people with tools and methods for interacting with that 
environment which follows a particularly traditional analogy with conventional life, hence 
the VR. This is our goal, and the tools we can add to will cross-relate to the paradigms that 
we use in real life le; if I want to fix up a car we'll probably have a virtual spanner to start off 
with and then actually people will decide 'what do we need a virtual spanner for' and we'll 

give them a virtual air compressed nut or something. But the point is that we're looking for 
a level of human computer interaction which is natural in the context of real-time 
simulation. If you look at what real-time simulation is to the flight industry, they fly and 
control their aircraft, diey see a visual and it's natural. The same with the tank commander 
along with all the other traditional areas of simulation. 

So, that's what we're recreating in a much larger context. We're aiming to provide a 
field of view, a spatial sound and visual environment which completely drops people in 
there. Psychologically they don't relate to the face that they don't have any equipment on at 
all, they lose consciousness of the old environment and transcend into the virtual 
environment. That sounds kind of hippyish, kind of VPL like - but actually we're making that 
jump right now in VTOL, you can play VTOL and you really do believe that you're there. 
You don't believe your anywhere else other than with this continued on page 54 
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Entering the 
Cyberzone 



Currently in production is 
televison's first 'virtual reality' 
gameshow for initial broadcast In 
January next year. 

In the new series Cyberzone. 
contestants are linked together via 
personal computers and interact 
with their on screen cyborg' 
counterparts with mobility 
stations and point and shoot guns. 
Teams of players from caxmcn. 
pensioners, to the local ladies 
football team can combat sport 
celebrities and Olympic 
champions on equal footings in 
virtual reality. 

The series hosted by Craig 
Charles of Red Dwarf fame had 
several problems, first was people 
in true VR with headsets don't 
look very Interesting on television 
since their faces are normally 
covered. Redesigning the user 
interface was also need since 
datagloves and pyscicks are also 
not very visual and relatively 
expensive. The players 
movements in the virtual world 
are now relayed to the computer 
via the mobility platform and 
instead of stereo-graphic images 
found in VR headsets, large screen 
video projectors will provide the 
participants with a high resolution 
window on the 3-D virtual 

worlds. 

Based on Dimension's 
Superscape VR software for the 
PC - Cyberzone plays like 
dungeons & dragons meets the 
Crystal Maze with guns. 




Virtual 
light. 



Soon in he launrlied on Hit* club 

Bdene is the V irtual Light system, 
a real linn-' sound In light 
converter thai displays complex 
graphics which can be controlled 
by editing \ ariotis algorithms 
within the computer. 

\lready l>eiii» tested at 
various RWKs. the system 
produces star flel<ls. chaos 
images ,1(1(1 abstract computer 
imagery which alter and zoom 
towards you in a constant flow 
when any type of music is playd 
into tire computet . Tlie music's 
sound frequency and liannonic 
amplitudes will alter images, 
colour and s|>eed or Die graphics 
the program is displaying l>ul Hie 
system can lie inutlifird In 

specific frequencies found in the 
various sl\l<"s or musk' from Rave 
to Judy (Jartand to (Classical. M 
I he same time real images can Ih* 
put Into the kaleidoscope of 
colours l)> grabbing a video 
camera's frames and Ihcu 
incorporating them into the 
background or using lliem as 
individual elements of the. 
computer graphics. 

lliellZ(>(X>h; based 
product will Im* officiallv launched 
in Fairly 93. lH i v elopers of \irtual 
Light figure (hat the machine will 
iMi'ome standard in <1ul»s in the 
coining years. A professional 
version. mailable Tor bands, will 

tune a broader spectrum ot 
programmabillty. Suggested uses 
include having specific macliines 
for various instruments played so 
Lltal artists can jam with the 
light, tiying to capture specific 
light patterns. A number of hands 
including the Shamen are talking 
about taking it on tour in the not 
to distant future. 

< llher plans fur the syslem 
include external links with 
standard club lighting hardware 
and laser light sy stems, r.iven !» 
months the software will l>c 
ported over to Virtual Reality 



giving a '3-D \crsion available in 
VR - 'serious electronic LSI)'. 
Further plaits include a form of 

home version to plug Into a 
slandard television. 

VR eye 
surgeons 

\reas such as space travel and 
architecture are already 
benefiting from Mrtunl Reality hut 
now a recent development In 
Montreal, is expected to 
transform the study of medic inc. 
Scientists at \lc(iill I nivorsitv are 
building a computerised three- 
dimensional syslem that will 
make il passible for surgeons to 
experience the next closest thing 
to actually being Inside n 

patient's eye while performing 
delicate surgery 

litis unique system is culled 
Microsurgery Robot- 1 (or \ISR- 1 ( 
anil should eventually Ih* 
applicable to in many other fields 
of medicine such as 
neurosurgery, where the removal 
of brain tumours deep in the 
train presents a great challenge 
for surgeons. 

Project leader Ian Hunter 

says this advancement will allow 
surgeons to feel like tliey are 
inside the eye and operating 

directly on il themselves. They 
will think the) are looking 
through a wall lit from of them 
directly inside the eye. and he 
able to spot diseased regions. 

The high speed nilcrorulwil model 
being used is an improvement on 
earlier models built in the 
university 's btorobotlcs 
latMtrutory in recent years. It will 

permit a higher degree of 
accuracy during surgery hy 
eliminating hand tremor thus 
reducing the risk ol eye damage. 
Suriieons will also be able to 
work more cleanly around blood 
vessels in the eye und remove 
tissue that collects on the retina. 

MSR-I is a collaboration of 
(Afferent scientific areas such as 
micro-robot ks. computer 



imaging and machine tool- 
making, in their inmost state of 
iidvaniemenl. The project will he 
ready lor testing by the cud of the 
year, but commercial 
applications will not be possible 
for several years. 

Wearing VR headset ami 
glove, the surgeon will see a 
three-dimensional view through a 
spei-ial microscope. The actual 
movement and operation of the 
robot is controlled by the glove 
commands In a Tar faster and 
accurate lashion Hum done by an 
unsteady hand. The computer will 
also feed hack certain physical 
sensations Iving fed hack by lite 
mi ioi which will allow him more 
life like interaction during Hie 
operation While working with 
surgical tools the computer will 
slum the robot's limbs as human 
ones. 

\ key element crucial to the 
success of lite project is the it 
musl fiuu lion a! a rapid speed. 
Psychology and neuromuscular 
studies at McGHI com link- that 

lliis is the only way a human 
being can actual feel the \ R 
experience. "This process can't 

be sluggish or it will wreck the 
virtual reality experience 

altogether." Hunter said. 

\ISR-I also has great 
potential lor training surgeons. 
Students can be hooked up to the 
system while instructors use it to 
perioral surgery as remote 
viewers, relive previous 
surgeons' work and try their own 
hand at completely computer 
generated eyes, oiga Kontoxlui 

North America 
on Disk 

Virtual Reality laboratories Inc. 
of San Luis Obispo. CatifonKft, 
claims to have broughl \R 
imaging to the personal rnmpuirr 
user for only L SSI 30. 

Vislapro program Is a 
landscaping generator and is 
based on real data from the t S 
theological Survey and the 
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Stop Press: 

lilac k Ice has rerrntly 
linishcd < ftiislriicl a 
\ R sc\ suit or toky- 
dildonlcs system' for use 
in -in I1A series on SK\ lo 
Im broadcast In the new 

>ear. 

Designed l>> Black let* 
m.i 1 1 and ( nn si i in n il by 
Modern Vrmour I tic suit 
is made out ol 1)1. k k lalex 
ullli -up material, air 
i nil in- and wiring 
connccliiit; the 
appropriate parts ol the 
body. In ihr llnal episode 

of tin- light hearted 
d<n umculary series, 
presenter Margje Clarke 

a qu e ci w imo tie suit and 

In Ihe opening slralas ol 
Ihe Tomorrow's World 
signature tunes, starts lo 
e\plain lhai stie s going 
lo hate sex with a 
computer. 

t nlorliiiuiteK Ihe suil 

uusoid\ a promt* pe ami 

didn't actually work. 
However. Blac k lee will 
develop a lullv 
luncllonliig and 
Integrated icle-dllrioiiic 
system lo .11 1 \ one who 
puts up Hie necessary 
eaplial. 

\\ Industries is to 
pla> a key pail in creation 
or i lie star Trek Virtual 
Reality tentres in the 
ISA. Farauiounl have 
awarded the license to 
huild the c entres lo 
I Alison Hi others, whose 
siilisidi.ii \ . Horizon 
l-lnlcrlahiinciil. Is \\ 
Industries dlslrihiilor In 
Ihe I S\. Information of 
the plans an- Ihlii hut Ihe 
game lK-ing (let clop lets 
Ihe user pla> (Uiptain 

Heard batik the 

Koiiiulun I mpiic. 



National Aeronautics & Spate 
\dmiiiistralion. coinpled lo 
enable the creation and 
exploration of various 
landscapes. I sera can find 
themsel\eso\ei' three 
dimensional canyons, lakes, 
mountains. \ allies anil can 
i ivate fmaginar> places with 

features Unit Include season, 
trees, rivers, snow , haze, 
waterfalls, shadows and w a\ es 

ant) other gcourcipliicul features. 

Ustapru re<|iilresan MS-IM)S 
personal romputer with a math 
coprocessor. 640KB rani. !1 MB 

hard disk. VGA graphics and 
mouse. It should install under I." 
minutes. 

A Virtual Rumour 
Home Based VR syscem in 
the Works 

Rumours abound In fledgling high 
tech industries and tin* current 

hiil one is of a home based 
consumer VK system being 
developed In Texas instruments 
Inc. and Afcrams Clentille 

Kntenaliimeui Inc. Onc e on ihe 
market thesvslcm w ill Iw 
expec ted to sell for |ust I SS300 
including goggle, and glove input 
device. 

While the rumour may just l>e 
a virtual ghost in the machine. 
Ihings may actually lie afoot since 
V P1, has already designed the 
Powerglove for Mattel for use on 
Ihe Nintendo lioine game system. 
I'helrown fiaiagloves sell tor 
USSMMM). Other companies have 
developed acid ons for the 
Nintendo including an inferred 
helmet lype |h Milting device. 
\iklitional rumour mongers sa> 
thai the system wen t he true VR. 
I)ut will provide the user with 3-D 
stereo grapliics from Hie two 
screens 

U Industries however are 
working on a home based \ K 
system hut it Is an estimated 2 
years away tx-fore prices allow 
the svstem to be affordable 
enough for home use according 
lo Ml) John \\, ili ten i isee featuiv 
interview). 



Celluloid 
Dreams 

I 'laus are underway lor the 
filming of Iriiwiiuiower Man II. 
The first lilin grossed as much as 
Terminator II in ils first weekend 
for fl substantially smaller 
Investment and also raised 
peoples hopes and interest in \R. 

\ further film is underway 
Called A Man. and a Woman and 
a Woman', and is based around 

plot of two people who fall in love 

inside a \R demonstrator. 

Another approach lo \ R films 
is being employed li> 
\\Cr\A niversal w tw OT 
developing a 'virtual theatre' that 
will open at the t niversal Studios 
in l.<os \ngles later in the year. 

The thealre project is a joint 

effort with \l'l, Research, 
dev elopers of the Dalaglove. 

The Virtual 
Professor 

Hie potential of \r has finally 

Ix'cn picked up by academia with 
Ihe creation of Kurope's first 
university chair for Its study. 

The university of Hull has 
appointed Doctor Roy knlawsky 

as visiting professor on \K 
envfrumueOLs and advanced 
display Irchnologies attached to 

the department of computer 
science. He will lead research 
Into the applications of \R. 

Original in;: with a military 
background, kalawsky has been 
at the forefront ol Implementing 
Virtual worlds in (he I k through 
his work at British Aerospace 
Defence Military Mrcrafl wliere 
he is chief engineer of specialist 

cockpit ivscarch and 
development. 

"It is a multi-disciplinary 
topic, not )ust to do Willi 
computer science but also a 
range of computing, elecironks. 
human factors and oilier lopiis. 
VR really needs to swim within all 
of thein. But the crucial thing is 
thai it has lo move closer to the 



applications.' Cnmmenled 
Kalawskv. 

Meanwhile the I ulicd Nations 
is adding its weight toVR's 

growing credibility by inviting the 
lledgling indusliy to put forward 
proposals lo Ihe I N trade 
efficiency initiative based in 
(leneva on ways in which the 
technology could contrihute to 
improved intcniaUonal trade. 
Proposals which are acceded will 
Ih' presented at the World 

Symposium on Trade Efficiency. 10 
beheld in 1904. 

Computer 
Giants in VR 
Collaboration 

IBM and Bristol Iwsed Division Ltd 
are collaborating to produce the 

rust completely integrated I \l\ 
based virtual realily svstem which 
is scheduled lo In come available 
at the end of the year. 

The system called RS/1 ui\ KS 
will In* aimed ill software u'lidoi-s 
thai want to port their 
applications to a virtual realily 
environment. The two companies 
believe that their system will be 
useful lo architects using 
Computer Aided Design, lo 
engineers designing mechanical 
system, and rhemic.nl researchers 
for visualising the Interaction of 

eornplev molecules. 

The svstem will he comprised 
ol Divisions underlying D\S 
software being ported «>n lo the 
IBM ks mmki along with supplying 
special add-on Ixiards lo Ihe IBM 

workstation. 

VPL losses 
patemts 

French venture capital company 
Thompson CST SA has gained 30 
hasli \K patents from MM. 
Research Inc.. w hen \ II, failed lo 

repay a series of loans made 

against it's patent portfolio valued 
at I SS I million. "Hie loss olAPI/s 
pati nts is a huge blow lo I S 
elfotts lo stay in the \ R industry . 
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One Step Closer to Real 
Life. 

Hk- Mela Corporation I SA has 
developed objects thai brings life 
like hum. hi shapes to computer 
modelling Willi simple shapes 
without using t hi- geometric 
primlilves called polygons which 
arc at tin 1 heart of most \R 
systems. Complex organisms ran 
he created vvllh little data. 

\1eta Ball's are 3-diinensional 
sphere is similar to a solid gas 
sphere thai ran be manipulated to 
create smooth joins and curved 
surfaces lOth a low iiuiiiIht or 
components. W hen placed close 
proximity to each other they join 
and fuse together. Hie final 
constructed objects are magnified, 
the surface smoothness is not 
lost. 

Work Is also underway in take 
the Mela information and convert 
il to solid 3-d olijects bv computer 
controlled shearer. Trie software 
also sports an import command 
thai will transform polygons IUd 
geometric shapes into Melahall 
objects. 

I s<-sto dale include MIKs 
(Japan's BRQ series on the 
Human Bodv ami Or MelaKos 
worlds first KHWbmmputar 
generated T\ personality who is a 
regular oti a weekly music 
program. Illustration is made of 
Ifi primitives. 
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Royal College 
Produces VR 
Designer 

Royal College of Vrt student Sin 
Yung Nook lias re< mtly won 
prizes at the colleges degree show 
for an innovative vehicle design 
that Incorporates virtual reality 
images as a navigation and 
driving aide. 

Designed for the use in I he 
\rclii . I he gas lurhine powered 
sledge can cany four passengers 
- or cargo - and is also capable of 
Renting on water when the iee 
breaks. 

Virtual Reality windscreen 
imaging system is incut pointed as 
a navigation system when 
visibility is poor. Computer 
generated landscape from radar 
and recorded data will guide you 
through the deasesi of white outs 
which can last for days inthesuh 
zero climate of the an tic circles. 

The Seeds of Cyberspace 

One of l lie most abstract roncepts 
in this day and age is how to 
visualise Ihc flow of informal Ion in 
the communication networks that 
sweep the globe. 

Projecting whal 
i ommunk aiion networks are 
carrying is now a large pari ol 
iiidependeui \Kconsultants work 
who are now developing graphical 
information of raw data within 
virtual worlds. Virtual Rcalilv 
provides;! more transparent 
technology to see the traffic and 
manage il effectively 

Will litis he the beginning of 
Cyberspace? First trial realtime 
efforts are currently in tin works, 
with working deroos e\|H'cted lo 
he online in the new year. 

VR Glove for PC's 

Logitech, a leading manufacturer 
of mice and hand held scanners 
for the Apple Macintosh and IBM 
PC's have planned a low cost 
glove input device lor personal 
computer users. 
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VR as Plot Development 

\irlual Reality has recently 
become the all the vogue as plot 
device*: in television. 

Ihc Tiist tasc was virtual 
Vturdcis. anew styled detective 
series which was originally hilled 
as the new Avengers tor the !MI s. 
Willi no sign ol am \R hardware 
insight after several episodes. 
\ievvers were wondering where 
the A inual' as|>ect ol' the series 
was to be found. By thermal 
episiKle all was revealed with ;i 
death stalkinga vR development 
firm, t sing what looked liked 
rejects from an epistle of Doctor 
Who, the users of (bis ultra 
sophisticated svstem had lasers 
scanning images onto lite eve 
instead of the LCD screens, an 
actual idea iH'ing planned In Hie 
I S Military. The \R world thai the 
\irlimssavv was simply rivaled 
by ninhtig a kiddie park in higltly 
pivillated video. No |nizes on how 
the murders were committed or 
liow the hero turned the tables on 
the murder. 

In the hnal episode of Ol T the 
gay and lesbian programme on 
Channel 4. a frustrated single guv 
spent his lime in a darkened v ideo 
editing suite lliunibiitg through 
tour elicited Interactiv e video 
experiences in search of the 
perfect match. tnfortuiwlcly no 
real or imaginary \ K hardware 
was mounted and no contact was 
made. 

The last and best foray into 
VR came from .lames Burke's 
excellent viler the Wanning' a 
documentary from lite future lhal 
explores how the world's emlogy 
came under threat from pollution 
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and global wanning. Situated in 
llie 'gloh.il climatic simulation 
room' on ;ui to the holodeck in 
'Star Trek the \e\t Cenoration'. 
James Hurkc tours history 
demonst rating the problems of 
the world Unit caused the global 
warming and the solulions that 
were finally implemented lo save 
the world up until his lime in the 
early 2 1 si century. 

Released by Island Video 
during (tie Rio Kurlh Summit iimI 
subsequent l\ ignored duo to 

emironmenialism ovenlose. 
Burke's Hypermedia approach to 
information is thorough and 
always worth watching several 
nines 




Not Quite VR 

U ilh the lenn Virtual Reality being 
used as generic calchpbrase these 
davs it 's not surprising to find a 
dance rave music video labelled 

88 SUCH, 

I Victor's Devious \H Dance in 
Cyherspnce' has some interesling 
high speed flashing computer 
graphics hut by any stretch ol the 
definition it is not \r. However If 
\o i lite pounding your rare with 
colourful computer graphics set lo 
a hardcore Rave music then its 
i|tiite iiO(Kl. My flatmate was 
entranced and watched it at full 
volume for the duration ol the In 
mimile video 

Its likely the appropriation of 
the term A R is likely to continue 
until someone starts to produce 
actual laves using Virtual Reality 
hardware and realtime graphics 
systems. Vreordingto Black Ire 
sources, this should start 
happening sometime this Spring. 
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Psychical Research; models of 
che mind. Virtual reality and 
transpersonal psychology. 

riiis is an Irtrtgalm concept 

Simple analogies of comparing Ihr 
workings, thoughts and conclusion 
making processes of Hit* liumau 
mind and Drain with carnal 
cullural technologies of our time. 
Charles Tart Phd. gave a Lecture 
in Hie 1'svrhical Research 
Association in London earlier ihis 
year on |usl this idea, lie was Uie 
former' president of the 
Parapsyrhnlttgleal Association and 
has written a Dumber of papers 
concerning the subject. 

LsliigrYewl nsanoarlv 
example of mind models, one ran 
compare his psychologies with (In 1 
technology of thai lime, which 
was the steam engine. One (an 
stihslitulc llu* i<l for the steam 
hoiler and the Kgo as the safetv 
valve etc. The analogies using 
this method of thinking isslraighl 
forward and objective. 

ir >*»u take the current new 
UtIiuoIokv. \ltiual Kealltv. > oil 

ran create an e\en more 
mlrresling analogy, Using \ii1nal 
Realllv as a model for the mind, 
you can come up with some prettj 

weird conclusions, or basically 
utunisw enable questions. 
Consider the woi kings of the 
mind, The activity that enables us 
to walk, hrealh. scratch our nose, 
or smell garlic bread is all 
something we lime in common, 
lie all ha\e the wet machine 
inside our skulls enabling us to do 
this, hut our minds have other 
anilities. 10 imagine, to create, to 
think, to iry and be aware of 
nursehes outside of our own 
personal ImhIH> environment. To 
consider an out of hodv 
experience. 

Tlw near death experience as 
It Is also know n. is w lien you yet a 
euphoric feeling, possibly 
travelling through a dark corridor 
into a hrifiht light. To feel that you 
air floating on (he ceiling looking 
down at your IhkIv. This 
rxiieroner has left people with a 



feeling of insight, a new 
knowledge about themselves, 
practically a religious experience. 

< mce having felt this you aiv 
never quite the same again. 

The mind model of an out of 
body experience is 'virtual reality 
lelepivsccnce'. or a 
transpersonal experience". 
Clwrles Tart quoted a story told 
by his friend In a \ irttial Reditu 
experiment thev had set up a 

robot The mlml had a metal 
ami with pineers for liands. and 
two television cameras for e>es. 
ITils n»bol was connected to Uie 
Virtual Rcalily set up which was 
also attached to the usual headset 
and data glove. The person 
wearing Hie kit could see through 
the camera exes of the robot. 
\\ hCIl he lifted his arm. he could 

see the metallic pincers moving. 
Ilewas the robot. Mis 
'leleprescnce' was within the 
robot 

Rut. when he started to move 
his head around. <so the rolxtts 
head was moving loo.i he saw 
himself sitting in the chair, 
wearing the headset, and waving 
lits ami around. Krom his 
teleprescence within the robot, he 
ex|M'rieuc<ilunouloflMHl\ 
sensation with the direct eviilenee 
of looking at himself, lids was his 
transpersonal Vsccnsloii. 

When this Ivpe of event starts 
to happen. It raises all kinds of 

questions. To think of I irttial 
Reality as a more sophisticated 
model for the (larapsycholoyv of 
the mind, to think of it us a way of 
examining our \cr> existence, to 
search for the essence of w hat 
makes tne so different from you", 
is surely honlering on the 
religious and philosophical side of 
human nature. Virtual reality as a 
model for tin- mind is truly 
relevant and exciting, hut are we 
as read> to grasp Uie possible 
t ruths abnul ourselves discovered 
through these ideas, and what will 
happen next.' 

Charles Tail is also planning 
to develop dlfferenl rides into the 
afterlife with the use tif\K 



luixlwaiv. Before even d>lng you 
could tlx out what a Buddhist hell 
would be like, descend into 
Dailies 7 levels of damnation or 
Hie more traditional Christian 

Heaven. Trudy Barber. 




Independent VR Games in 
Works 

The South Umdon I K design 
studio Virtual S are currently 
working on a game 'experiences' 
designed to run on a variety of I K 
platforms with future plans for a 
cut down home console version. 

Ian Capon of Virtual S 
commented it's not going to nt 
Into traditional video game 
arenas, ie it's not a total shoot 
them up mass slnugliler. though 
there'll boa bit or that in it ' 

The di-sign studio is actively 
working with musicians and 
computer graphics artists llial 
come up with good ideas for 
development of worlds and 
software in IK. 'We will sign them 
up as artists, people with creative 
ideas who can't afford EflOk worth 
o| kit to develop things in virtual 
worlds and if thev 're good enough 
we'll give them access to the 
facilities and time to develop that 
idea Ihtotigh and publish it.' If 
plans go according In schedule 
lirtual S will have a range of 
worlds thai people can select 
within the space of a year. 

Taking |Kit1 oftlielK 
development outside of the lab is 
lirtual S's software v -Script, 
which runs on a moderate costing 
fully kitted out 4Wi PC. rids 
allows developers to design 
worlds at ihelr leisure at home. 
Once Hie foundations are built up 
In a 3-D graphics program. I be 
custom software lets you define 
how the objects net in llu* virtual 

world, even resetting the lows of 
phvMcs il it culclies your fancy, 
ill an> of these worlds be 



for the over IK market .* "We're 
constant!) getting |ieople .isking 
about \K sex systems, and we're 
uol against it. bill it's not going to 
go! developed until someone 
conn's up with Die money up 

front." 

Hatch for Hie announcement 
and details of the Black Ice& 
Virtual S Vrtinri.it Worlds 
competition in issue two. 

New Headset Prototypes 

The end of t»ilk> headsets and 
designer ILaliuu ungues mn\ soon 
he insight if the tests with the 
new head mounted displays t an 
be made cheaper. 

Hie new design an* based on 
bundles of nhre optics that project 
images onto [lie inside of wide 
angle glasses which elltnlnaies the 
need for I CI) screens to l)e 
incorporated into the headsets. 
Inc two fibre optic cables run 
down over each ear to Iwo 
MtRmix 1600x1280 lines 1 inch 
displays for very high resolution 
stereo images, 

ll Idle costs of the prototype 
is iHxmihitivHy expensive, 
automation should drop the price 
quite rapidly and is estimated at 
only one vear away before coming 
to market according to industry 
experts. 

VR on a Budget 

\l'l lias launched MinoCnsm. an 
affordable \ R svslem hased on 
the \ppte Quadra or Silicon 
(Iraplues IRIS Indigo. 

Tor under £5.000 or the I Ml 
of a new Scoria, users can build 
their own worlds in the comfort of 
their own home. II Idle not a slat*' 
of the art like VPI/s RB2. 
MkroCosm has Im-ch mmpaied to 

VR hardware of the lale eighties 
Hie svstem w ill In- suitable for 
education and Industrial 
applications where lower graphic 
resolution is acceptable. 

Micro* iosui will include all I lie 
software tools needed to design 
virtiuil world*; and will use the 
Kvcphooe \VK. Dalagloveaml the 
Swivel. 
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Through the looking Glass: 

Artists First Encounters with Virtual Reality. 
Jack Tikon Gallery. New York. 

"Basically I'm a Sculptor, but my work is 
computer simulated rather than real. What 
I'm actually doing here is a site specific work 
lor a computer simulation <>i this gallery 
space, or which I'm creating a three 
dimensional model of the kind that could be 
put on a Virtual Reality System. The viewer 
should he able to enter the (iallcry space and 
put on a headset and \iew a series of 
sculptures by someone who attempted to use 
the medium in a unique way." 

\t Rrsl. Ihc exhibition didn't l<«»k like much. Three rooms. fairl> empty. In 
the middle imnn I failed lo notice the camera:* Hint wen- pointed .it me. 
The room was dominated by ii \er> large screen with coloured images on 
it. Two young people with knapsacks, a male and female, were spinning 
anil leaping about uninliibiledly Hie imam's on the large screen seemed to 
change in various ways, depending on the movements of these l\vo 
iMHslenius spet lators 

\ petite, diirk haired woman. who turned out to be Janioe Urincionc. 
the show's Curator, watched litem with alarm. Thev kept coming ck»se loo 
collision with a pwfn lion device on Hie lloor. but ihe> quietened down and 
wandered away. I stood watching them, slowly realising that the cameras 
neiir Ihc high celling kid Ihtii somehow recording their movements, and 
that Ibe ima^-s I hail Ihtii watching on lite screen hud been abstractions 
ol their movements ami llie outlines of llH'lr l>ndies. I was looking at Myron 
krengors' \ideo Place, a system of al least ~0 programs based on 
movement. 

I became await' thai I was hearing music. I was Hied From a days work 
on wall street, and a long walk lo the (iallery in the July Ileal. 'Hie spare, 
the images, wen- disorienting, [didn't know what to think. I wasn't sure or 
what I was seeing. 

I introduced myself to some gallery employees in a work area lo one 
side of Ihc large middle mom. while I signed the miesl register. Janine 
Oirincione ottered lo show ine around much to my iH-ftiddled relief. This 
was after all. my firsi experience witti \ K 

Wearing the \ K headset and gkive I was abk* to experience artist Malt 
Mullicans' environment. Floating as if weighlless. over an impossibly 
regular neal landscape, with Im>U1 odours. I iravelled In the direction of my 
[minted finger over a series of box like houses with windows. I /oomed in 
through one of the windows lo discover a siwrtan hut adequate Iwdronni 
nils was a complete environment, in which I could travel whenever I liked. 
Hie strange dream like t|iialU> would not have been out of place within a 
tilorgio <k* Uiirico panning, or even within a Dalt like nightmare 

Janine then introduced me lo another program. Nicole Stengel, a 
Rvnch \rtist who has btrn v\ urkiiui for a company called Y.P.L (the 
company that more or less invented \ ill mil Reality) was also exhibit ing. 
Janine explained "This work is a video fly-through of one of \icoles' works. 
This was all dour mi very high end computers, die kind o(\K dial you wear 
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Hi*' goggles and ["loves travelling through this environment encountering 
ungeb who would. When you touch them, direct you diner U> other 
characters or lo other parts of the universe within Hie story. So il l.s 
completely Interactive in thai your e\perleni e in there will l>e different 
from mine, depending on how you relate to Hie oilier characters in there." 

Janine also showed me an earty video game In Jaron I*iniier. I noticed 
that then 1 was no violence in lliegame. thai no one died'. Ykleo arcade 
games with simulated wars and deaths hadn't yet been popularised al the 
lime of this programs' creation. This was a pretty little 'world' with 
'gumo'rops' thai planted seeds'. 

In 'Deep Contact 1 an interactive video disk, allowed me to touch 

Afferent parts of a computer image of a blend woman with a Oerman 
accent which set off a variety of scenes that dealt with the connections 
between machines and Hie body. This proiool was by Lynn Hershnian and 
Sara Kolx tis. 

Other exhibitors and protects were contributed by: Brian D'Amalo. 
William Ubson/Dennis \slihaugh. Michael Joaquin Orey/Kandolph HufT. 
David Johnson and David Wilson. 

I went home thai nighi very stimulated and excited by what I had seen. 
I even went hark Hie next evening, lo see it all again. I'd taken my first 
tentali\e and awkward sleps into \K. and now feel privileged In have 
witnessed I lie firsl showing of a new and very challenging Art form, 
i Na HcskovU/ 

Myron Kreuger's Video Place. 

Before PCs existed Myron kreugcr constructed a computer. It was a bunch 
of boards attached lo a metal fidinework. vvltlia keyboard nearby that 
looked like a photographic light table wild a camera suspended out it was 
a way to communicate will) the computer program. Vni pass your hand 
over the light lablcand the position and the movements of your hand 
indicate lo Hie computer whal you would like it lo do. By placing an open 
hand on the upper left comer of the light table, the camera perceived it 
from above, and a small black and while monitor promptly displays a 
OOnvenQonal-looking Kngltsh language menu, with the silhouette of your 
hand also on the screen Once shown a menu you want, von point your 
linger on the light table, and the intake of a pointing linger shows 
simultaneously on the screen. It is quite a disorientating experience. 

The light table w asn't necessary for program selection. Vou could walk 
into the centre of the room, where other cameras could 'see' >ou. B> 
extending your arm and opening vour band towards the cameras, you 
could get Hie programs to change. One program showed a cil\ skyline The 
colour ol the sk\ turned from 'daylight* to 'night' gradually. 

\nollicr programme enabled you lo draw on a huge screen by moving 
your pointing fingers through the air. One of the best programs. \rtw heels, 
combined colours and music. The image on the screen, the colours, the 
music were all determined by your movements within the room. 

Movements are 'raptured 1 by the program and repeated The images and 
sounds were visually very iM-auttml and emotionally very moving. With al 
least .*() other programs within this system, you would have to keep g«hi£ 
backtimeand time again lo further lhe experience. 

Softworlds Studios. 

Sollwnrld Studios is an organisation rounded by Janine (arincioue. Brian 
D' vnidloaiul Michael Spertus. Softworlds was created to loster the design 
and development of interactive software based Fine \rt Kdltiona and 
Publications. They will act as technological enablers and agents to artists 
who are interested in developing tmilli media works. A catalogue is 
available Soft worlds Studios l>l 1 Broadway. Suite 71B \YC NY 10012. 
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THE SUN IS NOT 



YOUR ENEMY 




STOP HISTORY 



"Idleness so called, which does 
not consist in doing nothing, 
but in doing a great deal not 
recognised in the dogmatic 
formularies of the ruling class, 
has as good a right to state its 
position as industry itself. It is 
admitted that the presence of 
people who refuse to enter in 
the great handicap race for 
sixpenny pieces is at once an 
insult and a disenchantment for 
those who do." 

ftm ~h *p*>pf lor Idim" 
by lobtrt um Strwiun 




Clique Maintenance The need of 
one generation to set the generation 
following rf at deficient to u to Sol iter 
iti own collective ego: "Kids today do 
nothing. They're so apjil enc We used 
to go out and protest. All they do is 
shop and complain." 



Don t credit mv with loo much long-term thinking on i his. 
I just did it. II was like one voice in the desert. I had no way 
or anticipating all this", byjim McCieiian 



On the phone from Vancouver in 
Canada Douglas Coupland 
prickles at my suggestion that, 

with his debut novel, 'Generation X' (Little 
Brown), an attempt to catch the cynical 
drift of the no-future generation born 
between 1 958 and 1 970. he set out to 
deliberately manipulate and re-direct the 
media's addiction to people watching and 
lifestyle profiles. All he wanted to do was 
write a book. "From around 1987, there 
had been the notion 
amongst people I hung 
out with that we 
seemed to have a 
pretty homogenous 
way of looking at the 
world, that seemed 
awfuly different from 
anything we'd seen 
presented anywhere 
else in the media, and 
it just seemed odd". So 
he blagged some 
money from a 

publisher on the agreement that he'd write 
a jokey peoplewatching guide and 
scarpered to Palm Springs. "We came up 
with the story of Andy. Claire and Dag. 
drifting refuseniks looking for illumination 
in the toxic wastelands and shrinking 
horizons of recession America, swapping 
hipster cracks and media in-jokes, on the 
road but with nowhere to run, beatniks 
minus the beat*. 

It may seem hard to believe now but at 
first 'Generation X' (published early 1991 
in the US) was greeted by indifference. ci 
The media, like the proof readers and the 
marketing department at Coupland's 
publishers, didn't buy the idea. Caught up 
in a boomer mindset, they couldn't see it 




DotgUt Coupland 



and they didn't think they could sell it. "In 
a way it's typical. For a large part of the 
80s I'd be going 'Look there's an evil 
yuppie' and people around me go Yuppie 
is not a word'. These assholes, I couldn't 
believe it. And finally 1990 they're like "Oh 
sure, yuppie is a word' and there aren't 
any yuppies left. People are really stupid 
when it comes to words". 

Towards the end of 1991 though all 
resistance stopped. People latched onto 

Richard Linklater's 
"Slacker" . Nirvana and 
Perry Farrell's 
roadshow of current 
alternative culture 
Lollapalooza and 
something clicked. 
Generation X has now 
sold over 100.000 
copies in the States. 
Slacker has become 
one of the most 
succesful American 
independent movies of 
recent years (it's finally due out here in 
December). Lollapalooza was one of the 
biggest tours of recent years and Nirvana 
we all know about Of course there were 
plenty more X cultural phenomena that 
haven't received quite the same attention; 
the Apocalypse Culture documented by 
publishers like Amok, Feral House and 
Loompanics; the anti-work crusading of 
Bob Black, the office politics and white 
collar anarchy documented by the freedom 
fighters of the Information Age at 
Processed World magazine; the anti- 
boomer ranting of Canadian playwright/ 
journalist Albert Nerenberg; on a tangent, 
the drifting Utopia and psychic nomadism, 
the temporary autonomous zones outlined 




by Hakim Bey in the essays collected in 
"T.A.Z."; so-called slacker art, the "white 
trash" installations of self-consciously 
courted chaos, luminous junk and mystical 
trash produced by Cady Noland, Karen 
Kliminik, Jack Pierson, Laurie Parsons and 
others. 

Even Hollywood is on the case now. 
Cameron Crowe's Singles starring Matt 
Dillon and Bridget Fonda, offers MTV 
sociology and a grunge tie-in soundtrack as 

it ambles through the Seattle slacker scene. 
Also in the works is Bodies, Rest and 
Motion, starring Eric Stoltz. Tim Roth and 
Bridget Fonda {though how come one of 
the hardest working women in Hollywood 
made it as the Queen of Slack?), an 
existential romantic 
comedy which 
according to director 
Michael Steinberg 
"addresses the 
generation I grew up 
with. They're born in 
the 60s and came of 
age in the 70s and 80s. 

They're not yuppies 
but the next 
generation which no 
one talks about. x» » i c*f* 

They're we II- 

eductated. media-saturated, well- traveled 
young people who feel sort of 
disenfranchised". 

There's almost an X consumer 
industry out there (are you ready for the 
slacker tourist circuit, taking Austin, Texas, 
Seattle and maybe Santa Cruz?), all 
targeting a generation which was supposed 
to be distinguished by their impatience 
with consumption, by their refusal to 

consume. And now that the media is busy 
mapping the movements of a generation 
that was supposed to have disappeared, 
plotting the usual lifestyle vectors, 
Coupland could get paid in full if he eased 
himself in to the alloted roles (subcultural 
Stanlely responsible for bringing back news 




of a vanishing tribe, honorary 
spokesperson for this newly discovered 
lost generation etc). He has risked the odd 

bit of net burn. He's done the media and 
even took part in a satellite link-up with 
Richard Linklater on CNN, But he looks at 
the role of spokesperson with twitchy 
horror. 

"It's always been a personal book. Its 
never been a manifesto for a generation or 
something hokey like that. Two years ago 
there was no such thing as 
twentysomethings and I was |ust writing 
about my life. If someone wanted to relate 

to it, fine, but there was no feeling that I 
was speaking to a large population". 
Coupland is very itchy about all this. He 

starts to back off when 
he feels himself 
wandering into what he 
calls "definition 
territory". He won't 
sum up Xers beyond 
saying that "basically 
they would just like to 
get on with their lives, 
do what they want to 
do. Everyone just wants 
to have their own life" 

He flat out refuses to 
provide the lifestyle 

consumer guide - what Xers do, like, or 
spend their money on ("It sounds like I'm 
this guy who lives on a cliff and defines".). 
He avoids the first person plural ("We 
think this or that etc") and tells mc he can 
spot sloppy journalists because it finds its 
way back into the copy. At one point, he 
even stops himself when the word 
generation comes up a few too many times 
in the conversation "God I hate that word. 

Let's say groups of people..." 

Now obviously it's a smart career 
movie for Coupland to disengage himself 
from the lifestyle treadmill. But he's only 
got himself to blame if he finds himself 
used as a generational guru - he did use 
the word in the title of his novel, i which 




Obscurlsm The practise of 
peppering daily life wich obscure 
references (forgotten films, dead TV 
stars, unpopular books, defunct 
countries, etc.! a* subliminal means of 
. . ,v, .,-.u . boUi one's education and 
one's wish to disassociate from :he 
world of mass culture. 

"Daydreaming doesn't sound 
very productive, but it's where 
many of your breakthrough 
thoughts come from. It's in this 
daydreaming state that you can 
imagine an ideal life for 
yourself or the ideal society you 
want to live in. Where will that 
ever come from if you don't 
give yourself room to think 
about it?" 

*xh#d UkUttf ui "Slacktr- 
Mfcir.— by V Hariri fc™ 



incidentally isn't an ironic reference to the 
similarly named early 60s study of teenage 
delinquency by Jane Devison or Billy Idol. 
Rather it goes back to a book on class by 
American academic Paul Pussell. ("The final 
chapter says, well what if you think class is 
silly, some evil European tradition that is 
sinking its claws into our culture. How do 
you get away from it? Fussell came up with 
what he called the X class and a lot of 
what he said seemed to correspond to the 
people I knew".) 

But by trying to dismiss the idea of the 
generational manifesto Coupland is 
disavowing something distinctive about the 
Xers. He points that their woridview has 





BETWEEN PAIN 



OR DRUDGERY 



been determined by the fact they they've 
been raised in the world of top ten lists, 
game show themes, TV ads, radio jingles 
and political soundbites. But they've also 
grown up with mix-and-match lifestyle 
profiles and pop cultural consumer guides. 
They can't help thinking like that. They do 
it better than everybody else - 
Coupland's next novel "Shampoo Planet" 
is about global teens' (the generation after 
Generation X). At the same time they 
despise themselves for dotng it. d They 
know porno cynicism can simultaneously 
say a lot and not very much at all. In a way 
Coupland hints at this with the fissured, 
dissonant structure of the novel, in which 
the hip cynical 'thought bombs (the 
ghostly remnants 
of the lifestyle 
guide, definitions 
of X phenomena 
like 'Mcjobs". 
'Bleeding 
Pon /tails'. 
'Nutritional 
Slumming' etc) 
punctuate and 
puncture the 
existential drift of 
the story. 

To the lifestyle 
hungry UK media, 
Coupland's thesis 
has been a 

godsend. As soon as they got hold of his 
novel, they went looking for British Xers. 
However, it's not clear whether 
Coupland's ideas translate so simply. In the 
States perhaps people do divide up along 
such clear cut lines (boomers, Xcrs etc). 
But. over here, reflecting past habits of 
divining infinite distinctions of class, the 
post-punk lifestyle menagerie became too 
fragmented, too contradictory, too tied 
into consumerist logic. Now after the post 
rave meltdown, all that looks pointless. 
(And didn't we have Xers a few years back 
anyway?). 



EAT YOUR PARENTS 



"Host people would (eel 
insulted if it were proposed to 
employ them in throwing stones 
over a wall and then in 
throwing them back merely 
that they might earn their 
wages. But many are no more 
worthily employed now." 

fui Thorrau 





Safety Net-Ism The 

belief that there will 
always be a financial and 
emotional safety net to 
buffer life's hurts. Usually 
parents 

Diseases for Kisses 

(Hypcrkarma) A deeply 
rooted belief that 
punishment will somehow 
always be far greater than 
that the crime; ozone 
holes lor littering 



However, if you take Coupland's book 
as he intended, see ic as more about 
cacching a mood, defining a sensibility, 
hinting at large cultural shifts rather than 
the micro-politics of lifestyle subcultures, 
then it's possible to recognise similarities. 
"I'm surprised it's catching on in the UK, 
but I'm surprised that so many people's 
experiences have been so close to mine", 
Coupland observes. "I guess I've just been 
trained to believe that chat wasn't the case. 
I think we certainly live in an atomised 
society. A lot of the apathy you get from 
young people is because they don't think 
their voice has any similarity to anyone 



else's, so why bother, say nothing. Now 
that appears to not be the case. It appears 
to be eroding the forces of atomisation, 
which is fine by me". 

Perhaps the most interesting part of 
the novel is what it reveals about the 
changing status of adolescence and youth. 
d'Much of the sensibility Coupland 
identifies - the inability to think of a future, 
dropping out, having a life rather than 
making long term commitments, the 
concern with individualism, with self- 
creation, the need for control over time, 
the feeling of apathy and powerlessness, 
the sense that all relationships are 
doomed, chat outside events are beyond 
you, too huge to connect to - could be 
labelled as adolescent. In fact, Coupland's 
novel pinpoints the way adolescence now 
extends way beyond puberty. It's no 
longer a biological rite of passage, but a 
free-floating state of mind, a cultural 
choice. You can come on like an 
adolescent all the way up to your early 
thirties. But is this a conscious refusal, a 
belligerent apathy which deliberately 
rejects the empty choices of consumer 
society? 

The 80s yuppie boom (in the UK) was 
built on an expansion of adolescence, or 
rather an extension of teenage 
consumption patterns and youth culture to 
a much wider age range (anyone from 1 6 
to 35). It re-channelled from the previous 
generation's adolescent rebellion (the 60s 
liberation of desire and transgression of 
suburban normality) and turned it into a 
lifestyle package. <r, «r In response, writing 
first in the gradzine Monitor, then in 
Melody Maker, rock critic Simon Reynolds 
looked at the likes of Morrisey and 
theorised a different adolescence, whose 
confused longing and narcisstic lack was a 
refusal of the productive desires of the 
health and efficiency of 80s yuppie culture. 
The essay "Against Health and Efficiency" 
which appeared in Monitor no. 5 in January 
86 could be seen in retrospect as a seminal 




Knee-jerk Irony The 

tendency to make flippant ironic 
comments is a reflexive matter of 
course in everyday conversation. 
Derision Preemption A 

life-style tactic; the refusal to go 
out on any ion of emotional limb 
so as to avoid mockery from 
peers. Oerinon Preemption i> the 
main goal of Knee -jerk Irony. 



"We can sec the 
be^inings or a new 
dissenting culture - 
one based around 
uithdraual. the 
failure to meet 
targets, ostentatious 
absenteeism. A new 



ascclism perhaps - 
certainly it's not 
overly concerned 
with "fun", it's not 
dance music. Maybe 
this will condemn it 
to perpetual exile, to 
powerlessness." 



Simon Remolds nrlllim hi 
Monitor In 1966 OQllH 
Smlilis. Thr Rlnlidd) Put) 
-i i*l nlhrr Indie rodum 
ranged In opposition lo the 
eiyhiles Mippie leisure 

regime. 

in the 90s there is 
only one option - 
slop bothering. 
Refuse to consume. 
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Status Substitution Using an 
abject with intellectual or fashion3be 
cachet or substitute for an object that is 
merely pricey: "Brian, you left your copy 
of Camus in your brother's BMW " 

account of a British X culture, (though to 
be accurate Reynolds's "zen apathy" seems 
to have more in common with the nco- 
bohernians in Richard Linklater's Slacker). 

Coupland argues chat now you can't 
really avoid a kind of extended 
adolescence. "There's a lot more 
information to deal with now and not all of 
it is data base junk. It just takes a lot longer 
to collate and absorb all this and figure 
what you need. So when old people go 
'Why can't young people be like we 
were?', the answer is that they can't 
because they need to know twice as much 
as you", d* In a similar vein he says that, in 
many ways, this generation's confusion has 
been forced on them. "The education 
system and electronic culture has worked 
its darndest to create millions of 
individuals. Post-war society had lots of 
money and wanted something better for 
its children. Kids were raised in that 
environment of physical and psychic 
abundance, but now we're back into 




another recession and people are saying 
'What makes you so concerned about 
yourself?' Well, frankly every single bit of 



training they've been getting for the last 25 
years. Suddenly you're not supposed to 
think that way? I think that's hypocritical 
and small-minded". 

As with the passionate over- 
consumption of the rave generation, it's 
hard to figure where the Xers' bummed- 
out self-obsession stands. It's been 
produced by the in-built imbalances of 
consumer capitalism and seems to 
constitute a liberating negation, d But the 
X lifestyle of autonomy, mobility and 
minimum commitment - to the system, 
the family, the daily grind - actually fits 
nicely with corporations who increasingly 
want a migrant, disengaged freelance 
workforce. "These days I don't think 
anyone is so stupid as to think that if you 
love corporations, they love you back. The 
trend now is that employees are (a) 
disposable, (b) part time, (c) get no 
benefits. <r I think X types probably knew 
from way back that corporations were 
headed that way, so they didn't get too 
involved with them". 

And everyone does their own thing 
and lives happily ever after? Unlikely. It 
seems that, to a degree, Xers have been 
surreptitiously co-opted by the post- 
Fordist, post-industrialist regime, that 
whether they know it or not they're on a 
kind of alternative career ladder. <Hn rhe 
50s war economy, people were drafted 
into the corporations, locked into a pre- 
programmed career path. Now with de- 
industrialisation and recession, that's gone. 
What's replaced It is the service sector 
and the culture industry (ads, media, art). 

The former relies on a sizeable 
workforce ready to take up the slack 
during boom times, but not so involved 
that they'll kick up about being laid off. The 
latter also relies on a pool of people 
producing new ideas, visions and theories 
it can process. In other words the culture 
industry desperately needs the long 
cherished obsessions of Xers to function. 
On offer are higher rewards than in the 



THE LOVE OF 



MEAT PREVENTS 



ANY REAL CHANGE 




Cult of Alononoss The need tor 
autonomy at all tost*, usually at the 
expense of long-term relationships. 
Often brought about by overly high 
expectations of others. 





Terminal Wanderlust A 

condition common to people of 
transient middle-class upbringings 
Unable to feel rooted in any one 
environment, they move continually in 
the hopes of finding an ideal sed sense cf 
community in the next location 
Power Mist Th« tendency of 
hierarchies in office environments to 
diffuse and preclude crisp articulation 




Air Family Describes the false seme 
of community experienced among 
coworkers in an office environment 



The lifestyle game is 
up. Who believes 
anymore thai you are 
what >ou buy? Thai 
lo accessorise the 
latest status symbols 
is lo make some 
kind ol statement? 



\oonc. that's who, 
apart from the \ew 
Times croud, those 
straggling Marxist 
latecomers lo the 
consumer ball 
gahhing on about 
"post-t-'ordist 



identity" and "the 
politics of 
consumption". Once 
everyone, even tbe 

Trend) Left can see 
through the 
conjuring trick of 
consumption, it 



rather loses its 
magic." 

I do llorsnuiii from .1 lllcsMr 
jiici r In \ivna ma^u/hit' \prll 
I9B0 
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Mcjob A Low pay. low-prestige, low- 
digmry. low-bonofir. no-future job in the 
lervicc sector. Frequently considered a 
satisfying career choice by people who 
have never held one. 
Squires The most common x 
generation subgroup and the only 
subgroup given to breeding Squires 
exist almost exclusively in couples artd 
recognisable tij their franiK attempts to 
recreate a semblance of Eisenhower-era 
plenitude in their daily lives in the face 
of exorbitant housing prices and two- 
|ob life-styles. Squires cent to be 
continually exhausted from thcr 
voractouslr acquisitive pursuit of 
furniture and knickknacks 

50s but less security. Lots of people plan 
their big strike, few make it and fewer can 
avoid being totally burned out and 
exhausted by the media's incessant 
demands. Those who don't make it, for 
whatever reason, find themselves stuck in 
the service sector, dreaming of managing 
their own burger bar. 

On another level, perhaps the new 
generation of drop-outs with their 'zen 
apathy' could even be seen as a kind of 
cultural avant-garde, developing survival 
tactics which more and more will need in 
the future. Coupland jokes that if there is 
an archetypal X activity, it would be just 
sitting in a room, doing nothing and 
learning to deal with the human condition 



Lessness A philosophy whereby one 
reconciles oneself with diminishing 
expectations of material wealth; "I've 
given up wanting to make a killing or be 
a txgshot- I |USt want to find happiness 
and maybe open a little roadside cafe in 
Idaho." 

and not freak out. d" 'People arc being 
kicked out of corporations, who don't 
need workers anymore. Machines are 
becoming more efficient. You don't even 
need that many people at McDonalds 
anymore. Everywhere you go people are 
being made redundant, so the problem is 
free time, enforced leisure. What are 
people going to do with their time to make 
them feel that they're not just bipedal 
sacks of protoplasm with no transcendent 
value". 

At one point it might have been 
possible to slag off the whole X thing as 
middle class angsc But in a way things have 
got beyond that. X culture is interesting 
because things are now reaching a crisis 
point Perhaps you could argue that Xers 
were an invisible dissenting subculture 
produced by the 80s - now as things shift 
in the 90s they're finally appearing in the 
media at the very moment of their 
disappearance... perhaps, o A lot of 
middle class Xers who may have dropped 
out a few years back in the expectation of 
eventually getting with the programme are 
now finding downward mobility is no 
longer a tourist trip, but a reality. In 
addition the recession means that more 
and more graduates can't find jobs, but as 
the infrastructure that supported the X 
economy in the UK ci squats, the dole, 
casual jobs, student grants - gets 
dismantled at the same time, it's harder to 
see the freedom from work as particularly 
positive. 

At the same time, the real psychic 
consequences of learning to live with post- 



industrial economics are becoming clearer. 
Take one example - freelance work in 
the media, which Coupland suggests is an 
ideal X occupation. Certainly in the 80s. 
this kind of work was given an upbeat 
reading via pieces like "Who are the Media 
Brats?" which appeared in The Face mid- 
decade. This articulated an entry-ist 
fantasy, suggested that a 
(financially/intclectually) productive life 
could be carved out on the fringes of the 
culture industry. Sharp operators could 
bring in new ideas, play out the theories 
they'd learnt at college, make a difference 
and make some money. 

Things look a little different now. The 




media still needs its brats, its smart boys 
and girls, and if you're prepared to pay the 
price you can get somewhere. But only at 
the risk of stagnation and burn-out What's 
mostly available now is a survivalist 
existence, hand-to-mouth hard graft as one 
of the face workers of promo image 
culture. Of course, it comes complete with 
the X stuff - freedom and a degree of 
psychic space, an escape from the office 
and the 9-5 drudge — but this kind of 
liberation ought to be referred to as 
"vagabondage". All that's happened is the 
replacement of old style alienation with a 
new version, a subde form of exploitation 




EROTICIZE 



INTELLIGENCE 



Historical Slumming The 

act ol visiung locations such as 
dinen. smokestack industrial 
s^tes. rural villages ■ locations 
where time appears to have been 
frozen many years back - so as to 
experience rdlef when one 
returns back to "the present". 



E 



Recreational Slumming 

The practice of participation in 
rccreauonal activities of a class 
one perceives as lower that ones' 
own: "Karen! Donald! Let's go 
bowling tonight! ANd dor't 
worry about shoes ... apparendy 
you can rent them." 



"As I ho sli m lure of 
Work/Leisure 
tnmihlt-s hilo 
emptiness. as all 
li urns or control 
serin lo \anlsh in 
I lie dissolution ol 



meaning, the 
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which rationalises its inbuilt injustice and 
low rewards by pointing to the empty 
glamour of a "creative" occupation and 
the fake autonomy of freelance work, by 
claiming that it's only given you what you 
wanted all along - the X dream of 
freedom, mobility and creativity. 

It's a melodramatic reading, but in the 
new, shrinking suburban culture of 
contentment, lines are being drawn much 
more sharply, choices are getting starker, 
barriers are going up and more people are 
being excluded. d"lt's becoming harder 
and harder to duck out of the system for a 
five year streetlevcl sabbatical, then hop 
back on the consumer ride. In the long 
term this works against Coupland' s 
generational logic. Soon perhaps it won't 
be a question of generation gaps, but the 
difference between those who are safe 
'inside' and those taking their chances 
'outside'. 

Will all this cause Xers to develop 




Brazlllf (cation The widening gulf 
between the rich and the poor and the 
accompanying disappearance of the 
middle classes. 



BENCHPRESS YOUR IQ 



C 



Bread and Circuits The electronic 

era tendency to view party politics as 
corny - no -anger relevant or meaningful 
or useful to modern societal issues, and 
in many cases dangerous 




OH NO! IT'S FINALLY \''//AK 
HAPPENED'THE BllNDlNGJ IB 
FLASH OF UGHT! / PHEW. 




C 



Voter's Block The attempt, 
however futile, to register dissent with 
the current political system simply by 
not voting 

Now Denial To tell oneself that the 
only cme worth living in is tho put and 
that the only umc that may ever be 
interesting again h the future. 




Mo-Ism A search by an individual, in 
absence of training in traditional 
religious tenets, to formulate religion by 
himself Most frequently n mishmash of 
reinearnaTion, personil dialogue with a 
nebulously defined god figure, 
naturalism, and lurmit eye-for-eye 
attitudes. 

politically? Can bumming around really 
constitute a political protest? The only 
contact most Xers seem to have with big 
picture politics is via conspiracy theory. 
Coupland is unwilling to write the X 
interest in conspiracy off as a comfortable 
rationalisation of inaction (it's all sewn up 
already, so why bother getting involved - 
you'll only be fucked over in the end etc), 
d He sees it as almost the natural 
consequence of electronic culture. "As we 
become more of a software and 
spreadsheat culture, you end up with a 
small percentage of the population 
designing those programmes and the rest 
of us implementing them. If I were sitting 
there going 'Would you like 2 McNuggets 
or 3 sir?', beep, push the button with 



McNuggets on it, i think I might feel I were 
the victim of some conspiracy. You'd be an 
idiot not to". 

Of course X apathy is a protest at the 
kind of ideological choices on offer and 
Coupland remains hopeful. "There's that 
|oke about Trotsky, who was hanging 
about in Prague I think, doing nothing, just 
drinking in the bars, a total shiftless 
layabout, and the joke was 'This guy is 
going to lead the revolution?' d" I think 
Xers would be a wonderful dormant 
resource. There are a lot of problems but 
X people sometimes get more paralysed 
than they should. Problems are changeable. 
Take retro and the attitude that retro 's 
cool. Basically you wouldn't even want to 
go back in time a week if you could. The 
present is always better than the past. 
Tomorrow 's always better than today. I 
really believe that. The sky's upside down 
on the cover of the US edition of 
Generation X. It's a reference to Chicken 
Little who thought the sky had fallen down 
but it turned out it was just an acorn. I 
sometimes wonder whether there's not as 
much to worry about as people think". 

Whether Xers' obvious longing for 
some kind of value will find a political 
expression is open to doubt, d "Talking 
about the strain of trash mysticism that 
runs through X culture, Coupland jokes 
that perhaps what they need is something 
more spiritual. "Living in somewhere like 
Vancouver, which is possibly the most 
secular city in the world, you're not left 
with anything other than these thousand 
year old religions. So if you try to make 
moral sense of the world you have to use 
what you have around you, the symbols of 
your time, like the space race, toxic waste, 
pop culture. You don't want to be 
shackled with all that thousand year old 
horseshit In fact, why hasn't anyone come 
up with anything else? Someone please 
invent a cool new religion, because the 
ones we have now just aren't doing it". 

A shorter version of this interview was 
previously published in I D. 




Volithk seems 
bound to vanish as 
well, with all its 
temples and 
granaries and police. 
Do he replaced by 
some version of 
hunter/gal tiering on 



a psychic level - a 
re-noniadisalion. 
Everything's 
imploding and 
disappearing - the 
oedlpal Tamil), 
education, even the 
uconscious itself. 



Let s mil mistake 
this for Armageddon 
(let's resist the 
seduction of the 
apocahpsc. the 
eschatological con)- 
it's not the world 
coming to an end - 



mil) the empt) 
husks of the social 

catching lire and 
disappearing.* 

ll.iMm BUJ In "Kinging 
IK'itunt Lt I It m nl Sunrdlism" 
from "TV/ - pulilislu-d b\ 
Monoim'dla 
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MA scsis 

-banana 



There's a little ranch and toy store 
office. Like moM olhrr shop* outside tlie 

( rill i e Of f 0k)0. It 0U4M1S (III < l < 1 |\ OlttO I he 

street, and like most older shops all o\er 
Japan, It opens from the proprietors' home. 
Some of the inerehniiriise is displayed in 
eardhoanl boxes on Ihe street: Ihe shop has no 
more spare Ihan an American halhroom. 

Toys and candles are displayed from kids' 
knee level lo I he c eiling. The garish, unnatural 
hlurs. pinks, lime greens and nail-polish reds 
of the packaging are difficult in resolve. W hen 
you first walk in you reel as if you've stepped 
Into a Bonnard painting. Just as the behavior ci 
children can seem alien. Inexplicable, comparei 
with that of adults, the interior of I he shop is 
bizarre compared with Ihe grey Tok>c> exterior. 

The I rash at nlghl looks like leaves fallen 
from some cartoon forest: do/ens of garish 
kraps colored fingernail-polish red. 
[ hart reuse, hubble-gnm pink, and w ax* 
yellow nip and flutter In ihe evening breeze, 
i hit I in the wakes of passing mopeds. These 
ire ihe candy wrappers, and randy, nol cheap 
toys and games, is why Ihe kids gather in 
frenzy at Ihe shop each day. ^ 
The kids run into cat this stuff, just as kids 
all over Ihe world (in nations wealthy enough to 
support Clinch industries) cat sugai and flavor 
vehicles. I mil kids started offering things to 
me. however. I didn't remember how strange 
(and loathsome) i andy < an lie. \ cars of jj^^ 
cigarettes and liquor have matured my palate, 
mayhap, but I find now that sweets as simple as 
grape-flavored chewing gum nauseate me. 

I found some Japanese eandv that actually 
made me physically sick. This fascinated me. 
What could he better evidence that children 
should he considered another species than the 
kind of fond substitutes they relish? 

We can notice a few general tendencies in 
Japanese candies. For one thing, mixing flavors 
is popular. Also, miniature simulacra of real 
foods seem lo take well. Finally, candies that 
have to be mixed or put together play a large 
part in the market. I did decide to limit the 
survey a bit: I didn't Include any snacks Hi 
aduius are able to eat. 

bv Lisa Britnovic 




Benberobeen 

This fa, bar n one. the weirdest 
candy I have e.*vr teen. It's 
going to be difficult to describe 
Talus a look at the package 
reproduced here. The 
triangular character to the left 
actually look* like Benbrrebattn. 

Inside the package there is a 
plastic tray with two ftitaej^B. 
bottomed bowls in it. On* ol 
the bawls hat a notch In the lip. 
There's also a small plastic 
cylinder bent at a 100 dafree 
angle which looks a lilt U like a 
hem wrench. Also In the package 
are two pourhM r%1 powdar, one 
greentth. the other off white, 
and a plastic tube of golden 
liquid. 

Take the packet of blur> 
powdar and pour it into bowl 
that doesn't have a notch. Next, 
fill the bowl to the Inscribed line 
with water. Mi. the *ruff until 
you get a smelly syrup. Next 
open the tube of liquid, and 
pour it in the other bowtTh* 
yellowish fluid Is some sorr of 
■ugar-syrup. Lay tha ln-nt pi*cm 
of plastic in the bowl at yHlow 
liquid. 




/ 



powder. This is really strange 
stuff, it acts* little lite silicone 
gel, In th.it It doesnt adhere to 
it*:* If when it's dry dump it or> a 
table, and It wit) spread itself 
out nearly flat, unlike, say, a pile 
of sand. 

The powder does adhere to 
things when it's wet. at Wast if it 
wetted by the yellow fluid. The 
neat step is to pour a line of the 
white powder atop the liquid (as 
if you're pouring ccxx'tnm) .md j 

ng the line of the plastic 
stick. At the siune time, begin 
to hft the plastic stir* up slowly 
Uft it straight through the fine 
of powder. 

The powder will slide do^ 
and meld with the liquid, 
making a thin, translusccnt, 
jellflike substance. Depending 
on how much powder you've 
piled or you can make a (trip i 
gummy candy ten or twelve 
centimeter* long. 

The final step is to dtp the 
jiggling strip - It look like 
nothing so much as a piece ol 
raw squid baited on a fishook 
into the blue goo to color 
flavor it Then it's ready to 

Benberobeen, folks, is 
horrible stuff. It dorvn't 
like food: it tastes mori Ike a 
piece of plastic wrap 
inadvertandly swallowed despite 
the melon flavoring, ft doesn't 
feel like frwiai; it f*>eU mnr* Mm a 

fish swimming down one's 
throat* It doesn't smell like 
food; it smells more like air 

freshener. It sure as shit doesn't 

look flfce food; it looks more like 
something left over after 
Verterinary surgery. 

Benberobeen isn't however, 
actuality poisonous. I've eaten it 
and still stand proud. There 
were no untoward effects save a 
slight qeaslness when I realized 
thn thing would be going into 

my ftttrotmcst)n«ii system. 

VI 00a 
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Kabayaklsan 

Pretty strange stuff. The Japanese* English dictionary lists 
"kabayafci" as "spitciKOck/' but "Webster'i New WorW 
Dictionary" doesn't have a listing for "spitchcock/* From the 
cover photograph, it's clear that this is some treated eel flesh, 
however. 

Open the package, arsd the dictionaries become unnecessary . This 
stuff reeks of dead fish It's made with fish flesh, soy sauce* 
caramel, something sweet and a (ew chemicals. It tastes like a 
piece of packing tape left to soak in a bucket of dead fish, I like it 
Host people, one would think, probably don't like such a notsorrte 
food/* Why does it sell? It sells because in Japan, eel Is "stamina* 
food. Manufacturer Kadou K recommends this mess be eaten at, 
among others, "sport* time." About V JO. 
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That namPTt nor 
complicated in |apar<ese 
Erfurt "fKhi" is onry two sylab*c~ 
characters >n Japanese* and 
repejiuon. 

language, rs nudPBrf corwww in 
Japanese tfs*^ 1 fcnjfcsh * *ong, 
r ypc:it<*ei*an»c i. u-ua!i> cutesy* 

C lyraJnl) t h is candy *s cutesy 
The package litliccrnted witti both 
a hypercutc. remise -style, saucer- 

eyed kuic gn I in j Btool uniform 
and several c omit char '. 
eKiuding school kiAvtch slash eyes. 
♦>nd^ seated llirnal* w*0 squ*d 
cyciiTtocpacKigc n primarily 
rotoron 1 pink - the pr'nnpal csrtoon 

has pink hair - and powder blue 

The candy mi d c the packjgc ts 
also cute. Actually there isn't much 

there dm product e closer to a toy 

than to candy rVhmp*chjcyop*chan 
comprtset frve small, peach-flavored 
gummy candies, eatfi formed 10 
represent a cute cartow characier. 
My tackafc had four deformed cats 
and a goggle-eyed goldfish. The 
candies are attached to a trading 
card on which there are pictures of 
the characters from the package 

Abo included are six opaque pbstic 
figurrncs, each with two (oopi 
attached to it Unk them and you've 
got i cheap - «*ch piece is molded 
on one side only - charm bracelet 
The cand/i caste ii nothing 
specaL a weakly peachy, somewhat 
sweet affair. The texture though i* a 
little less tacky and Uightty thinner 
than other "convonttonar , t nt \, , . 
About VI 00. 

Kombu 

This is known as a traditional 
Japanese treat, but then just 
ibout anything that has been 
i*»ne f hai been used, or has 
stood for more than 30 years or 
so h called traditional in Japan. 

Perhaps tradiitlonal is, 
simply anything the patent has 
expired on. The patent on 
Kombu, if there ever was 
dead now, and a lot of 
companies make this. 

Kombu • i dried, sailed, 
sometimes flavored .seaweed. It 
looks a little like beef jerkey: the 
litmus-paper-the strips look 
leathery, old, and near- rotten 
with the grey rrust of 
powedered salt. 

The taste is rpanne, with a 
rich chiorophyllic undertow 
riding with the dombsent 
saltiness. A sight sweetnefs t% 
detactable after the strip is 
bitten: Kombu tastes clean, 
which makes it good to c«t In 
summer. However, it 1 * so tatty, 
it probably pickles the guts in a 
few moments. About VI 00, 






Gataml 

This it from the 
group I call machine candies. 

The "garnu" mean* "gum"t 

this Is a gum-making kit, Th* 
package ts big and garish. The 
one I picked up listed three 
flavor* i(Hdv; kiwi, peach, and 
banana. For no particular 
reason but that th#> finished 
product is cyiindrkal, the 
packagftfe decorated with 

carrnonc of monolithic Statu*** 

of heads i.ke the ones found on 
Easter liland. Other packages 
list similarly disgtittmg flavor 
combinations: strawberry and 
cream, strawberry a*d banana, 
banana and grape, and so on. 
Inside the package are 

ihrw wclope* of granulat«0 

(ttms. an injection-molded 
white pbstic tray, and two 
tubes, one open ended, and the 
othvr sealed at the ends. 

One cylinder \% dighUy 

ar*pr than th* other. You 
balance this one on H% end in a 
round depression m the work 

tray* Noct, you fiW the cylinder 

to one of the Inscribed tick 
marks with gum After that, 
put the closed-end cytttider into 
the big tube and prvsa down on 

it to tomprm the gum. Go 
through the process with all 
three of the gums, and you end 
up with a triiayered piece of 
dryish gum about th* tlx* of a 
baby's thumb. Yon can push ft 
out of the bottom end of the 
big cylinder with the plunger. 
Each package comes with 
enough gum to rnake two 
pieces for a mouth my sue. 
Knowing the sue of Japanese 
portions, Pd guess that the 
manufacturer Kanebo says that 
enough for f*e or six pieces 
comes in each package. 

As Is to be expected, the 
banana flavoring overwhelms 
the other two* The kiwi is 
distinguish able t but the peach 
Is completely dominated* The 
product is somewhat 
disappointing: the reverse side 
of the package is full of 
diagram* and tiny Japanese 
print arid seems to promise a 
really strange* complicated 
experience. After you figure It 
all out t HOwevor it's just gum 



Keekisurul 

*X*e*u" means '"cake* 4 and "mm" an be a 

gCTOf aJ veib vrefcng ihal Micam "to <nakc M 
Hence, this stu* n called more or lesv "Make 
taker as tft H, ya wanna nuke some take*" 
Inside t**e box art four ipongey cupcakes n paper cups (There's a 
warning not to eat the paper) The long, -anittj and chocolate, comes m 
dear pfattic tubes precicery rut so they can be opened without the use of 
scissors A small Mckage of colored decorarive sugar baits comperes the 
set 

1 he tnsirucbons printed on both skJcs ol the box are exhuiuve and 

Wl Mluicratcd They're unnaccrory at welt it's obviou* that the only th*>g 
to do is kjuoc the »cmgon and drop some candy baNs on top 

The cake is tasty, though not so sweet and very aay. The K»ngi are 
sweet and not parucubrty chocobtey or vamla-bh. The decorauve balls are 
almost loo small to caster. A complete cake tastes fa* fry food though 
About VI 00. 
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Urutora 

tveryone's favente 
Wt^edfcn hero 1 Ultfaman, 
h called "Unitcraman" In 
Japanese {Except m 

fr>ntj nations with ~r\* n 
Jlpancsc never string t 
consonants tDgfctl'*'.( Th 

then; It u*uacandy. 

The subhead on the 
package reach * wa 
Wnn" mear s 

candy; 'Path* 
I omomatopoeia. a sound 
the rough equivalent 
smack, from the nme and rhe 
jngulir cartoon figures pictured on 
the psckaee. rt'i ■ uu to tieduce 
thta **»pbflnj conon candy 
Oped the package, and you* 
pad item about the sue 
rr absorbent gautf^^ 
pad one TtaT'l i.^odto \Op <ip put 
from % pafticiJ^y l^cly tjuppumting 
wound, Inagtric a nfauti.r c roll of 
pink hbtrgbS lfUu!a:jorL. 

Suspended in rhe fibroin mass 
ire do rem of translucent, dark red 
chips: these arc the pacta 
ingredients, small pieces of lujared 
compounds that release gattes 
when exposed to moisture. (That n T 
they explode when they get wet) 
The pachi chips seem to em made o' 
the same stuff that the American 
rand j 

Jhe wa cotton 
candy H si ghtly more long- 
that n W|tapmu Whereas np 

gum granules at soon as |t get* wet 
■he <,c ttt - y pn t of jrutora lasts for 
a fWrfecondi ifrcr it gctswr^ 
n#lt^ richer than%Hiqg ^part. |u*t 

*c <«l cottor candy, into a ttlcky. 
jrttty|cllyfckc nass thai can b? 
chewed (done doetfi'ghiv* ioC 
many fiiluifs) of iwjlJ^iWfuJ 

The pachi chips be^in to pop J 
after you pit the candy 
*M mouth. The sensation n 
tng in a way that I 






bejfm to f>-Lplon< 
, part ol thM^^Mgin cOus»»j t 
□rrg-livcd thin shards pierce th 





Chuka Ranc 

Th«* ftcrtde company camo up 
with this odd dish. Chuka meant 
M CWnese." '•Ranch!" If the 

phoAetlC transliteration of 
Munth " In vdfi<*r Vrord^ thia Is 
called 'Chirwue hmch/' 

Th* sweets come set up *n 
a plastfc tray with three 
compartments, ]uj$t as take-out 
Chines henrn boyori meal^) 



P'Odrjtad by Pop RocM nn't The 
American candy comm m a package 
of tiny rock*. :n t were Eating 
them, n v cjsy tc uKem n htlie p*te 

ali>>vft tt swwewhur© ir. v . . 
trout!* whcic th* * -; idsions wori't^ 
ort The pachi cfl 
other hand, 
up »vut Ute wata 
bicVf tin irora and suddc 
ar#rx»s and crackles thi 

rnouth Tol have ^Occntro' 
pachi chips arc flowing upafumsT 
your r#eth. your gums, your tongue, 
your cheeks, your tonsils, all at 
once. 

Your immediate reaction ts to 
spit the whi>le moss ouc espccalry 
because the popping at the back of 
your mouth hurts. It 'eels like rt 
could be danj 
suddenly mhat< 

begin tp explfprie' WJI you suddenly 1 
blood as candy 
thv dckatl capillaries 
m your punncinary i/lt^m' What 
hippefbt if the pachi jpctei Ifno 
your btoodrtream? Will yotr frw 
explode? ™ 
As an experiment, I t%o{ 

* t*ie |»achi chipj, <^ne it 
the silt o' j pfpv>er ieecL frc 
urutoi* and dropped it into a 
shaltow d»^ v of water It popped arn- 
pachied for n>orc thai fivemgiutci 
before dwmegniting (aofl. / 

. stainng Jic dish ndaap 
I hflt to scmljrWl witt- abrasive 
deanser),>^o : »6j 




For children there If a 
unversal appeal in things 
fn*niatur^ and l>OHl<e 4 Hatrhboa 

can. Barbie doils t Beatnc* 
Potter books, tree frogs, plastic 
models, charm bracelets, and 
the like are fascinating beyond 
the interest the form of the 
thing has- Smalness, especially 
Wit's tied with something from 
the reaJ worW, as it wrrr # at 
once makes anything more 
desirable. 

Japanese children love 
Chinese food (or rather the 

Japa\n«s* take on ChirtQto food) 
because it's sweet and 
carbohdratc laden. Make it 
srruA And ft become* a toy. The 
fid <jf tha chsafcafrci haa an 
teUirSEpon Next to the 
company logo runs the Hfl 
"Okashi twifto? 4 Here "be/it 
means "boaed meal/' and 
"okaihr both "randy" and 
"strange." (Because the phrase 
is written n the phonetic 
hjragana style, rather than the 
symbolic kanji ttyle, the 
meaning Is ambiguous*) 

Inside the center 
compartment of the box are 
traahfood substitutes for 
yakisoba (or fried buckwheat 
noodles, her* a potato-chip-lifce 
snack) and mame fbean. hare a 
snack of a different flavor) # as 
w^ll at a strip of (r«al) konbu 

One end compartment 
contains a (aku sausage (a red 
jellybean), onions (another 

tnack thing), lakana (that ifa 

fish, here something callvd 
"hourou" j, and a piucc of 
Chinese man (a dumpling, here 
acooile), 

The other side tray has art 
Rca (equid or cuttlefish) ring 
(here a biscuit), karaage (a 
chicken nugget, here some 

1 1 n 1 i 



weird hartfuiot c 
like those Issufedln bom 
sheltcrak and some kai (a 
shellfish, here Mmcdiing 
called "florette' 1 ). 

As awful kids' toyf 
goes. Chuka Ranch! is 
pretty good. The cookiei 
are tavy. and the «nack 
things are surprisingly 
sattsfying- Look for the 
package In the Western- ttyle 
candict section of supermarkets 
or near Door level or the candy 
Shelves in convenience stores 
About V 1 00. 



Watagamu 

The package offered no c*ue to 
what was nside besides that It 
was btibbta gum and rhe fflawsr 
was M »uper cola" It was bg, 
and » fairly bulged with the 
product inside, h looked take K 
should have ^e^hed ls much 
as a stab of han*urger ( but t 
was only 12 grams, 

A friend told M that 
"wata * means ""coicon", 
'Watagashi" means "cotton 
cindy". and knowing the 
fipanrse style of makmg 
aobreviaiioni by taking the first 
karu from each word, I 
dediKcd correcth/ that 
watagamu n cotton candy gum. 

When I opened the 
painsed fod package, the room 
wnmcdiatcy bejan to reek ot 
cola syrup The gum reeked so 
strongly that I expected 13 set 
the air brown with cola giicv 

Peeing the foil harti 
further. I saw the gum itself; a 
flattened, light brown pad that 
looked like nothing vo much at 
a dirty air filter In texture was 
nothing kk£ any food I'd ever 
touched it waa eerily res ltant 
and skghtly tacky, ai if it had 
been dipped m worn* r*s»n 

UnUe cotton candy, 
watagamu doesn't melt when it 
£cti wet hitcjcJ k ^alh apart. 
This lupcr-coUi watagamu 
immediatery di^nteg-atef. 
causing me to perform tcngue 
gytnnasucs to scoop out fnyrtad 
tiny pieces of pjm that 
fn<entually coalesced tnto s 
chewable wad. 

The prodjet of all the 
intraoral rnanipuraucn was a 
putr»d cola gum that I spat out 
after three or four minutes. 
The gum itscM was good 
tnoujrh, but the cola ftavounnj 
itearly choked n^e Triis lurfT n 
worth tryng i| you can hod 
natural, as It were, favour. 
About ¥60. 
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Ill; i)at\ you #d\r me .1 brief overview of whal Wikrs plan- in one of vour current prrfonnam i\s .iikI how vou 
make ii happen'.' 

The performances are gcueruiiv fociissed on prodding, puking, uiupllhliig or extending Ihe hodv In 
wnnr wav. The earlier events included actions like Ihree lllms nl Ihe Inside ol the bcwlv and 
snrgic allv sewing in\ limits and cvelids shut (or a period of a week xnipllMng all ihe hodv sign.ds 
coiillnuotish lor ten davs. Doing a series ol bodv suspensions iiilli.illv wllh ropes and harnesses, 
hnl Liter wllh hooks Into Ihe skin and Ihen In Ihr recent events, having a Ihlrd hand attached to 
ihe hodv. an electronic hand lhal Is controlled In Ihe abdominal and lei* muscles. The third hand Is 
sviuhiolieallv coimrclcd and controlled while >ou ainplllv things like brain waves heart heal, hlood 
now. must If signals I've swallowed Inslriinienls In Iransiuil IhmI> sounds I10111 Inside Ihe hodv as 
well as making those three films. So Ihe cienls gcnrrallv locus on Invading the hodv with 
technology, or attaching bodv lo Icchnologv - and how lhal tan extend Ihe performance 
parameters tn some way. 

HI: Would >ou Ihen consider let luiolog) lo \w like a costume lo a normal performer.' 

I don't see Icchnologv as slmph clothing am more, fei hnologv orlglnallv prollferaled as an 
Instrument Into Ihe human horl/on and then (onlaliied Ihe ImhIv and In a sense Ihe media ran be 
seen as j sort ol electronic < hit hlug. Now lechnologv lias landed on Ihe bodv. H slicks lo the hodv. 

II Invades the ImmI>. Icchnologv Is Incorporated Into Ihe hod> as a component. It's not merelv a 
container. So lo me lechnologv heroines an inirliislc element ol Ihr mac hlnrrv ol the ImmI>: lis no 
longer siuiplv something that's worn or something that luhahits Ihe human hoil/011. 

HI. Is lids all "off the shell"" titulpment? 

\ lol ol the lech is oil ihe shelf stuff or stuff I In lo gel acc ess to. wllh varying decrees of 
dll11rull\. Ihe Ihlrd hand was made to mv spec hnl based on a prototype developed b) a Japanese 
untversll). So lis nol a lolallv Innovative engineering design, hut vou won't Hi id another Ihlrd hand 
anvwhere. ll |usl depends. I make do wllh whal I can get and make, tor example In recent 
pei 1 01 in.i in es. the IcH arm Is Involiinlarilv |erkeil around bv a pair ol muscle stimulator so the lell 
anil ol the imch Is antomaled lo preprogrammed movements as compared lo Ihe hod) controlling 
the arm In teal lime. Hut I use rnn\entlonal medical muscle stimulators 10 do that, so what's 
Important to me Is Ihe art not the technology. 
HI: Mow (lo you see your an imparting on your viewers or soeleiv ai large'.' 

In a sense the events where never designed for an audience. Ihe carl) senson di pi hat Ion events, 
plivsical slivss sltuallons. were almost done hi private en In galleries with lew visitors. Of the 27 
suspension events done, onl) 5 m ii were* public per lorn unices. 'Ihe amplified bod) events gcncrallv 
hiive hern public events - slmph because of the cost ol putting them c»n - unci often because ol 
in in- Invited to overseas events. Itul lo me the performances could vcrv well occur without anvone 
watching them at all. In fact Ihe word performance Is u very had word describing the thoughts, 
events and actions which are often one-off. oil en Improvised live hv the hodv. 
Bl: Kxperimtiits ' 

In a sense Ihev are hut the) aren't pseudo-scientific experiments. I think though thai II Is 
Important with whal we call "performance art" that Ihe experience Is as Important as Ihe 
expression and ollen people aren't required to witness lhal. It's a duTIi till one to answer. H's never 
strut lured slmplv for people lo watch them. Ihev re not meant lo Im- entertaining I don I resort to 
strategies designed to suck In and manipulate people s emotions. If the performances are dramatic 
or If Ihev Involve sound and llglil and Interactive video Installations It's to do wllh the InlcrpUn ol 
Ihe human wllh the machine. It's the sort of nollon of what Ihe person can direct Iv experience. The 
Idea of Ihe Ihlrd hand Is meaningless for me without actual!) making Ihe third hand, attaching it 
and. over a number vears. performing wllh II. So the experience is rquallv as hnpnrlanl as the 
expression. 




In search 



of the next 



step of human 



evolution Black 



Ice found and 



inteirogated 
Stelarc; 



Performance 



Artist, Man 



or Machine? 
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HI Ullill (IHHCS to \llll IU\C llOOkfd Up IO \OUcSCll ,111(1 how (Id ||H> 

work 111 a pcifoniiuiKt 1 ? 



There were .1 series ol suspension etenls: amplilleds and tines 
with Hie third h.niil I In- l ist performance was In an abandoned 
monorail station In Yokohama. Hie ImhI> (Slelarc's) had a remote 
control In its left ami which ad haled lis up and down molioii. 



Stelarc is a high lech 
primate. In performance 
he displays digital 
technology m sync with 
the human pulse. With 
technology symbiotically 
creating feedback, 
audiovisual loops and 
video effects, he looks 
like someone who has 
just walked out of the 
surgery. The drugs 
couldn't hold him back, 
he had glimpsed some 
unique orbital trajectory 
beyond our nice 
anthropoid module. In 
his earlier works Stelarc 
hung around like the 
rest of us, hooks 
binding his body in 




The third t robot It ) hand was activated l>\ ronlrol of Ihe leg and abdominal muscle's signals. 
\mplilled hod) events were also used: electrodes slink on 1 lit- scalp to pick up Hie Mi. or 
hralimate signals, an H i. heartbeat amplifier and a number ol channels of amplified muscle 
signals. These were are all electrical signals which uerdetf to Im- modulated to produce sounds. 
I hen lucre was Ihe IiUmkI How til the radial urien on I he light wiisl that was amplllletl. lhal was 
done willi an ultrasound transducer. So a U-ani of ultra sound was liotmt ed off Ihe IiIimhI Mowing 
past Hie radial artery and the riopplrr slilli was aeousikalh amphllcct. I lu re was what's 1 ailed a 
"kinetic angle Iransdui er" which measures Ihe bending motion ol the limbs and lhal was 
amplllied as a sound signal. \ pair ol muscle stimulators produced imolunlar) motions in one ol 
the llmhs. 

\l the Stockholm electronic music leslhul recenlh there were ahoul Iwelxe channels ol body 
signals and sounds and about four channels of inleraelhc lighting lo control and choreograph 
H\r. In lokMi then' wen* an additional tour channels of Ihe \ideo that had to In- controlled. So the 
hod* per se In Ihe early suspension ctcnls had to contend with physical diltlcnlt). \ow U s t oping 
more with technological complexity and that's prohahh the difference In Ihe two. 
\\\: How do \mi practice or reliearse for something like this? 

Ihe thing lo realise is thai I don't think or do what you call rehearsal, f irst, that theatrical term 
iippllr.s lo one producing a peiturmaiii e In practising unit literally stripling Ihe I heme — ,ind It s 
thru presented 10 people wrapped up. perfect. \ml that's |ust 1101 the ease. Certainly It's WIJ 
tlllliuilt iuilialh lo gel the eqiiipmeiil together and generally Ihe only lime I ran lest Ihe 
parameters of Ihe performance Is when all the let hiinlog\ is wired up lo the both It's genera 1 1\ 
the nighi lit -hue or Ihe day of Ihe not, So ihe event literally becomes a sort ol Ihe Improvisation, 
an online sort of cwnl. I doit t use sampling for example. I wnihing that mhi hear. e\ milling 
lhal urn see. e\ milling that miii would e\perlenre. Is Ihe experience Ihe body Is going through 
lor the llrsl lime under those those hart I ware parameters. 

HI StmieHiiiU! I'm* nut iced is the terminology you usit you rrfermf to *U* and ihe hotly' in an iinptssesshc 



way Can you e\|>lain why you speak ih.it way'* 

I don't really feel that Ihe performam es li.ne to lie 111 > particular bod). II is not of au> 
eonscc|iieucc lo uny one part It 11 1 or individual or personality, lor me what's important Is lhal lor 
Ihe last 2.000 years of our human hist on we hate been prodding and poking the hod*. Irving lo 
psycho-analyse ihe sell, whereas what's now important in me Is no longer the self lint the 
structure ol Ihe htidv Whal Is important Is lo no longer see Ihe hod> as an object ol desire, hut as 
an object for redesigning, lor me Ihe premise is lhal il miii alter the architecture ol the hnch miii 
aller the body's awareness ol the world and that's what's irh inning. 

We're at the end of philosophy because our physiology is ohsolele. 
Bl: (Hunting the input t hariges ihe software. 

les. It niav seem a ralhrr mechanlstir liew ol I lit- hod* hut to me the ultimate parameters ol Ihe 
both are the plnsiologlcul ones and without alining Ihe season Input one cannot haw a 
signillcanl new cerebral direction. \nw the olher thing lo point nut is 1 h.it I'm not talking about 
the both hi a (arlesiuual/IMatonlc spill ol hod* and iiiiutl. When I speak ol Ihe hod> as I h;i\e been 
doing, that's Ihe total "beliaxioural repertoire" ol Ihls treat me. \s I consider menial phenomena 
as part til those processes and as IneMrit able processes, there Is no reason lo separate them. 
HI: l>> \oii then see Hit- ImkI\ as a loot? 

I don 1 at tualh str the both as a tool. II s oli|e< lihhig II lo a point where there's a both that Is a 
medium and I think lis wry ditllcull In terms of our human hlsion lo recognise the human ImhI> 
in Its totality wllhiiul Ihe fragmentation that language results in. In lad. perhaps our 
philosophical desire for things like harmony and truth an* I lie result of our sensory Inability lo 
perrchc Ihe world In its totality . 

Ill When Miur desiyiiiu; a iM-iforniance do vou necessarily aim (or the inclusion of high lech devices in the 
show '.' 

I think ihe notion ol high lerhnologx can be a mlsleadhig one Sometimes high let hnology dt>es 
mil mean <omplexll\ or does not mean large st ale systems or global networks. Hie ama/.ing thing 
Is that the spuce shullle glides hack lo earth: Ihe anui/ing thing is solar power generating and 
creating power with natural eleinenls like wlml and water. Wonderful examples thai are wry 
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SUCCCSSlUl Ullll \VV\ r\\U ii'lll S<). IN) 111)1 MCCflttflfy, hill ,ll 

(his present lime, Ihe sorts of technologies anil tin- 
sorts of Instruments tin' body is using allow H lo 
project lis human presence, lo analyse and 
possfhl) ipifsiiou whether U s am longer 
feasible or necessary lo evolve an> further 
ullli I In present human forms or 
functions. One uses what one can 
access, and what one can attach and 
iiicoi|)orate into the body. 

HI: Fiction and art usually generate 
idevis Dial haven't been though up >ei 
by scientists. Have you had iin> 
oilers louorkat WSAetr? 
I nforlunatelv I don't think It's 
that simple am more. I'irsllv I 
think Ideas aren't oil en results of 
a uarlkular individual. That's not 
lo say that certain iudhldtials don't 
best express certain notions or 
popularise those ideas. Willi. no 
(.Ihson Is very typical. He coined the 
term "cyberspace" and It's become a very 
popular and very powerlul sort of 
description ol this neu thrust of virtual 
Reality. But to Imply that (Gibson somehow 
general ed all this research Is nonsense. I>ecausc I here 
Is a whole history ol interactive technology that goes hack 
forty to fifty years where gradually the possibility of t reating 

artificial realities came lo lighl. Us a whole colled he collaborative history or scientists, 
engineers, computer .software people working low did more convincing and moie dim! human 
machine IniriTace systems. )\hat's Interesting 10 me about Mitual Kealllv Is not so much that 
were inviting a Tiiuoih) Lean electronic version ol a LSI) lilp. but that Mrtual Krai It \ systems 
allow a more effective way for lele-opcratlng remote robots. 

HI: The original concept of a Waldo' was actually created h> KoIkti llriiweii, a science Action author. 

I think sometimes a term: u word or phrase captures In a poetic and very powerful wav what's 

happeiilug - ami that's what "cyberspace" does Hut to somehow Implv that this lias created a 

generation ol virtual Kealilv (echnolog\ is nonsensical ix-causc (iihson lias led oil slate ol the art 

stull. Kut he rephrased II and rclonmilatcd II in a more hcaiitllul way. 

Bl: lie's put iin adman's slick polish mi it. 

I don't think we should in- cvnkal about it. It's just how things happen. There's a continuous 
complex Interaction in Ideas, people, scientists artlsls, ll's |usl as simplistic as individuals having 
free will, li s simplistic to think that an idea originates with a single individual at some point in 
history. It's alwavs been a collaborative on going mulaling diversifying imolnthig iiilsh mash of 
social Ideas. Of course Ihe technologies are the instrumentation thai have enabled the extension of 
the body. Ihe harnessing of energies and obviously In human histon the hod) has (ell Itself 
inadequate because technologv is exactly thai process of augment in^ and generating greater 
capabilities ol Ihe bod). 

Bl: \rv you ouuntb doing any work with lelepreseiui -and Virtual Real it \ ? 

I do have friends in robot ks and tele-cxlstancc. lele-operatlon areas. \ friend al Tokyo Inslllule of 
Technology Is involved wilb more hinovalhe uses of ioIhjIs. four legged oft-lhe-road all terrain 
robots. Robotic snakes, elephant trunk like grippcrs. One Is working on his notion of leleexistance 
which he (eels extends Mfnskv s mere telepresence. Ills feeling is that it that lecdhnck loop 
between robot and operator Is ol such quantity and quality then the psychological harriers 
between the robot and the operator ellerthely < oil apse. 

The human being is where Ihe robot Is. does what Ihe robot docs 
and thai kind ot collapsing ol psychological distance between Ihe 
operator and Ihe robot ends thai simplistic notion of master/slate 
mechanisms. \ou don't have a human operator any more and robot 
which Is simply a puppet, but ll's going to have lo be scml- 



Stelarc'i early 

pcrfomiincu 

consisted of 
suspensions In art 
galleries, over the 
breaking wave* on 
thf roasr or the 
busy streets of 
Tokyo 




experience. For the 
audience this vertiginous 
spectacle is breathtaking. 
The man disappears into 
the sky over 
Copenhagen. Is it a Bird 
is it plane, no it's 
superman, primitive 
angel ol death hovering 
over the City like an 
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assassin. The aims for 
tmn are distant, ghwtty, 
We can orrfy bear tjiti J 




and the creaking 

of hp fleshy % l \ 

Ine body is ' A \ 

obsqlcie* iBce xience. it 

\ 

has disappeared into the 
blade holes of the future 



- Only these fragment* 
remain Stelart \\ not 
communicating with a 
depth model. His head 
is a vacua vampirised 
by his body. Using a 
prosthetic arm and 
virtual assistant he 
writes with three limbs. 
Ihe word is (volution. 

This statement of 
vacuous surreahty fuses 
the machinery ot 
representation. Like 



autonomous. scml-inlelli«enl In In- able In dlsolicv Us human 
operator In points of 1 1 in* when there's a several minute delav In 
response from Mars lo Saturn lo transmit a command. The 
i • 1 1 n i i 1 1 1 1 1 1 s might i hanyr and the rouol would thru haw to cllsobcv 

t it.. i hum. nt operator. 

I think tele-operation lines conjures up fascinating possibilities 
ul one liumaii operator on earth slmultait- mrslv controlling a duster ol rolH>ts on the moon or 
simultaneously controlling a numhci nl robots and In that wav extending and multiplying human 
presence. On Ihe other hand vou mav have a cluster of human experts on riarlti controlling one 
sophisticated robot elsewhere: the dell and precise control ol a surgeon with the knowledge ol a 
soli ware programmer or ihe acule vision needed In a hostile terrain. So It <un|ures up \en 
Interesting notions ol extending human presence. pro|et ling a physical at lion and those tvpc ol 
things. 

HI: In m> observations we set' lo have three races evolving on the planet w1lh smart drugs, steroids, and 
memories enhancers U the other end of the specinim >»o haw groups of people rc-veniiic buck to almost 
a tribalism at a priniiti\e cullurv. In tin- middle >ou have Ibis 'nticrculture' whicli is grabbing Ire ImologiVs 
) rum one mil o( the spectrum and the Ideologies from the other 

I dnii i see the events that I do as some kind of vogle e ondlllmihig lor spiritual pursull or 
shamanlslk rituals lor display ol human powers or bodv building where >ou extend the human 
lorm. What fuiidamciilall) Is the problem for me Is lhat the human bodv Is obsolete. We've e reated 
iHilh an lnlonii.il inn society and a I ethnological environment: we've thrust ihe hod* edl ihe planet 
into an extraterrestrial realm where Its (onus and functions air totally Inadequate. Its has had 
this mad Xrislotellau urge lo accumulate more and more Inloriuallon which It cannot objc^tlvc'lv 
observe and comprehend am more. \\r lia\e to deal w llh nanoseconds and nebulas. 

If wr stopped now and counted lo a billion II would lake us Ihe nexl thirty I lire** wars. Sub- 

jCV\V> \ 

atomic physicists will talk of a sub-atomic particle of hav lug a life span of nanoseconds and what 
does this mean, what sort of Instrumentation Is required to comprehend It? I think It's an 
evolutionary irists when huiliaus who are collet tin;; this hiloi mulioii can't comprehend 
subjectively what It means. Scroiicllv we've crrated a leclmcdngli al cmlroumcni lhal has become 
so Intimate which lends to assault the body with lis power, with Its speed. Most technologies arc 
more precise, work mure powerfully, work faster Ihan parts ol our body already. Then lech 
accelerates the body, hurtling It oil the earth. Now the bodv finds llsell floating In zero G. Off the 
planet the body's complexity, its wetness would Ik* hard to sustain, dttllcult to justify. Water and 
oxygen are not plentiful elements away from earth. 

\|y slralegy In terms of redesigning the body would be to hollow, harden and dehydrate If 
I don't think we hate lo extrapolate lo a future based on Hie < uncut lelepicsense systems. 
Virtual Reality etc. It Is a strategy now that Is contentful for Ihe bodx because It Is inuih easier 
to clothe Ihe bod\ with electronic clreulln iban lo implant and redesign thr body. Hut what I'm 
Intrigued about Is lhal if we redesign the biiiuan bod\ we'll lone to redesign our human roles. 

There's some Interesting examples there. With this notion of fertlllsalliHi of Hie egg outside 
Hie women's ImkIv the caihollr churc h was caught on Ihe hop. They wouldn't be births. Women 
with blot ked fallopian tubes can now hayc children because we now can fertilise the egg outside 
Ihe body and re-lmplaul It Hut medically we n* at the point that we can sustain a loclus totally 
outside the womb. Technically I here would he no birth. Existence no longer begins with birth. If 
we can replace malfunctioning components Increasingly with replaceable accessible parts, then 
technically Ihere should be no death unless (here's some unforeseen catastrophic event, 
existence Is no longer bounded by birth and dculh. It's no longer this analogue dine ol being 
born, developing and then dec lining. 

Existence lias to he redefined and that's what's Intriguing 
Bl: You've seemed to left out an\ mention the concept of market forces, there's reasons behind wh> 
lelcprcscnse is going to work, their s advantages to liming your work force working from home, less 
gossip, tower overheads. caskT to Are etc. 

This notion of market force* Is a dynamic thai masks the lulilal Impulse of what s going on and 
sometimes |ustltles a partk ular direc tion that we shouldn I Ik- pursuing. I'm not saving lhal li s 
totally trivial but feu us lo locus on market hirers as the dynamic drive of our posi-cvolulionarx 
desire's. I think is a mistaken way ot perceiving II One could argue equally Ihe other wav. one 
finds ec onomic reasons lor usclul things, one justifies and develops these particular dim lions 
because they 're Initially useful and seductive. There's a raison d'etre for them. No one can tell me 
lhat the history ol computers and the future development of virtual Reality Is slmplv market 
forces. People will make money from it. and that's line. Ihe reason why computers have become 
more miniature and subsequent!) I aster is a purr necessity lor roping w It h more information lor 
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(■Mending the human realm of perception and cerebral possibilities. The fact Ihal >oo end up with 

a personal compuler is h happ> side b<*iielll of il. li s not I In <h mil- reason for M. 

HI: The BIDOuut pf sptTMlff products fn nil the Visa iim! ihe siwre nice, \rlrm for example. 

Veah, Virtual Real it \ is essential!) a \\S\ de\cln|>cd thing. I in nol a p.irliiulirh pnliticalh 

uiolUaird person ami I sort ol don't like lo dwell on ihr economics ol these things. Sure the> an 1 

factors in Hie final proliferation ol a technology bill Ihal let hnolog) has lo jiistlh Itself 

( oik eiKualh or social I \ before Ihal becomes possible, lo make mone\ Is OK. 

When we redesign or leeiiglnecr hiiuian beings, then perhaps it m.n be the market lorces or 
Ihe rich or Ihe elite that control it. 

HI: lluu's \\li\ I mi looUuti .n Hie |N'uple wliu ,\w di^iii lectin- liiilil now ami llH' iH'opIc whn are |M>ppln; 
themselves lull or Nasplm and various l\pcs < ■! smart droits wliirh v\ill set you bad I SS3Q0 a month. You 
will I'm; I a ininoritv taking these Hems. 

II we are going to talk social politics then we can't be naive in ihe other extreme and we shouldn't 
be cynical either. I llilnk in human hislon. either human experience, human development or 
technological hinoiation has never been applied evenly and the* haw lo appear Initially lo some 
isolate, insulated or e\en elitist group. II seems as If the whole process of development and 
pioliferulioii imohes the Initial experimentation on a small group, liol also Ihe people who first 
get access to things end up being the ones who are In Tact evperimrnird upon. Barney Clarke did 
mil live long with his ailillclal heart, lie has a place in history. There are astronauts who have been 
blown to siuillieieeiis on Ihe spare shuttle. There may be Ihe elite who lirsl consume these 
(et hnological innovations or (Irsl experience travelling on Ihe space shuttle bill Ihey're also the 
Dnt one* lo he experimented on. who also sulTer Ihe consequences associated wilh Ihal situation. 

I'd be quite happy If someone suggested u surgical technique, operulion .out implant to me. I 
would be \cry Intrigued about being experimented upon. Bui then Ihal involves Hie risk ol an 
imperii- 1 ted technique: Ihe ultimate cllccis aren'l analy sable. We've had a history of scientific and 
technological disasters. l,ook at the Thalidomide children. II was supposed lo make it a lillle 
easier lor women lo hear the problems of birth. Ml of a sudden it developed a generation of 
deformed limbs. However, that stimulated a generation of research in artificial arms and legs. 

Our - hi in - history of technological development is not some simplistic story ul right or wrong, 
good or bad. It's a very complex interplay or social disasters, technological innovations, political 
priorities, market forces. It's all these things connected together. 
HI: In Japan they have ;m almost an intimate iclailon Willi their let hnologv. . 

Certainly you don't gel the angst about let hnologv. there's no I'rankenstienlan fear of robots 
taking over the world. In fad. there's litis happy mix ol humans and mat bines in even more 
Intimate wavs in Japan. If were going to expand Ihe hum. in lifespan because of the new pressures 
of technologx and the vaster realm of extra terrestrial spares Ihal Ihe both has in inhabit, lo me 
that's not a Kaustian option: we shouldn't have a Frankenstein feat ol tampering with the both. \ 
lot of Ihe popalarisetl Japanese coinir hook Manga feature images or super robotic strut lures 
which are hosts for a human implant. The human hod) at llvaies ibis son of robot strut lure. 

For me there arc signs Ihul quite the opposite is happening. With Ihe ink rommaturisalioii of 
Icchnoltigy. lerhiinhigv Is Invading Ihe hod). Involution ends when technology invades Ihe hotly. 
With inlt romlnatiirlsed robots and iiannicchimlogv you'll have the option for Ihe both to bctome a 
host for the lechnologv. vouTI have Ihe option Iti rctolonisc (he both with micromiiiatiiriseil 
robots to augment our bacteriological population lo monitor and power the human hotly. This is 
what is Intriguing. So the popularised Japanese image is still immersed in a rear vk*w mentality of 
what technology Is. technology as a containment ot the body rather than the component which II Is 
iM-toming. 

HI \ tot of the Japanese animated Manga lias pixie-like women in these huge robots healing Hie hell out of 
the iKKlguys... 

Well there Is a feminist critique thai says thai let hnologv is unfiling more than a male construct. 
Il displays the worst of male aggressiveness and male power. So Ihe realm of the let hnologv Is the 
realm of the male. But technology standardises our sexuality, and equalises our physical potential. 
If women are now released lioin Ihe biological burden of hearing children, then their social mils 
heroine more equal lo men. If a women is looking through a microscope then her vision is 
sharpened us much as am man looking through a microscope, liven it it 
did start as male construct, nonetheless it standardises our sexuality, 
redefines our social roles and equalises our phvsical power. Tor me 
technology erases sexual dillereiices rather than enhances them. 



Frankenstein. Stelarc is a 
montage of electricity 
and mythology. Unlike 
most cyborgs. Stelarc is 
fucked up and clued up, 
unlike most men he 
feels guiltless about his 
autoerotic conductivity. 
As he travels he drags 
with him the limbs ol 
another body, a body 
without organs. The 
mythology of (his 
monstrous genealogy, a 
feminine story thar 
moves us beyond the 
mere technology of 
telling, crackles like a 

norm filling us with a 
sense of the sublime 
monsters of the future. 

When the blmd man 
played, Frankenstein 
danced. Stelarc is a 
primitive mow wi tft 
virtual horizon ef'oty 
arkictive techrwtopes, 

G 





CLASS x dri <;s \in\ li s 

There have been lots of theories about the 
origins of I lie cinema. Some people ha\c 
gone back to the Invention of perspective 
and i lie (le\ elopnienl of pictorial spare: 
some have gone back even further to 
primitive cave paintings. There lias been 
much talk about voyeurism and paranoia. 
Everyone seems to agree thai cinema is a 
wonderful control mechanism. But what if 

it were secret 1> the opposite? What If 
cinema were intimatek tonrcmed with 
the dissolution of time and space, the 
blurring of vision and the eclipse of 
c onsciousness? What if umv ic-^oiug 
represented the Hist mass 
experimentation with mind-altering 
substances? 

Out to Martin Scorsese: "Much of 
Taxi Driver arose from mv feeling that 
movies are reallx a kind of dream-state, 
or like taking dope. \nd the shock of 
walking out ol the ihoatre into daylight 
can lw terrifying." Maybe this yets lo the 
real fascination of cinema. Movies as 
hallucinogens. (Soing to the pictures as a 
fix. (Quitting the cinema as coming down. 
No wonder Hollywood has been so 
obsessed with drugs, not just as the plot 
staple of every routine thriller but as 
agents of character mutation and visual 
delirium, as vehicles for self-reflexive 
comment. 

There are drugs movies and then 

there are drugs movies. There are 



movies-about-drugs like Hie Boost, in 
w hit h James Woods plays a yuppie who 
fools around w ith coke and then sees his 
life lake a nose-dive, and then* are 
movies-as-drugs like Taxi Driver, the 
urban horror movie which stunned a 
generation and prompted one John 
1 linckley. Jr lo go get a gun and chase 
down President Reagan. You might say 
th.it the former are Class \ drugs movies, 
in the sense lhat thev are about controlled 
substances, while the latter are Class X 
drugs movies, in the sense that thev are 
dangerous and unpredictable substances 
in themselves. 

<;o\fhssio\s OF A 

HI M .11 \KIK 

"I remember the first time 
I saw Tuxf Driver had in 
the Seventies. 1 was Iff at the time and it 
blew mv mind. It was on at a local fleapit 
Odeon as part of a double bill with 
Midnight K\ press I had nothing else to 
do that Kriday night. Bui right from the 
first swirling image of the ta\i cab I w as 
hooked. I went to see thai movie again 
and again. I couldn't believe it when a 
girlfriend said she didn't like Taxi Driver 
because she couldn I identify with the 
main character, who was this complete 
psychopath. For me. Travis Biekle was 
just like, normal It was oulv years later I 
realized the film is essentially a comedy. I 
still dream about Travis sometimes." 



George, 33, a systems analyst from Reading 




BtJ\<;-0 VDKI <;s WD 
TIME 

;d With her hook Crack Wars. 
^vUrS the post-punk theorist \vilal 
Rouell has opened a philosophical dossier 
on addiction. Her chief point is that before 
lhe\ are substances or commodities, 
"drugs" are ways of zoning the human 
hoity and its relationship to the slate. \ 
gang of cops raiding a housing estate at 
dawn, pumped up with racist images or 
wild drug fiends, are just as much on 
something as a dull-eyed junkie (legging 
on the ( in ner. Prnhablv more so. 

\ccordiiig to Konell. "addiction" 
defines a primordial "rapport to being"; it 
defines our relationship to the world. 
Even living "drug-free" can bcconsioVred 
as an addictive process, a quantification 
of the vectors of metabolic drag, 
subjective time and lioredom. Thai is the 
reason why people who spend too much 
lime doing drugs or even going lo the 
mov ies begin to look different after a 
While. It is if their bodv chxks alter and 
thev stari to live on what Burroughs has 
called "junk time". 

lilJIMilON 01 V SIMIIACklM 

"Plato distinguishes between the idea and 
its physical embodiment, between the 
model and the copy, but he also 
oecasionalh discriminates between the 
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fl(Hxl copy (cikon) and the had r<>|>\ 

(phuiiidsiiiu). or simulacrum. 

Dcleuze iii'iiiH's (hut one of Plato's 
major concerns is lo separate good and 
had copies. I rue and false claimants lo 
Rliaiion with the ideal. b\ noling which 
copies have an innei ivsembteDOB U) Ihe 
ideal, and which hear merely an external 
and illusory, semhlanceof the ideal. Whal 
Plato fears in illusorj simulacra, claims 
l)elcu/.e. are entities with no fi\ed 
identity . contradictory or disguised 
entities in which Ihe dimension of an 

unlimited and illogical becoming is 
rexeah-d. a dimension in whiehohjeds 
mki> be said to Iw siimilUuH'oiisk hoth 
holler and (older. hif&rr mid smaller, 
younger and older. Such objects escape 
Ihe doiniiiation of Ihe idea, and a.s a result 
threaten holh models and copies." 

Ronald Boguc, Deleuze and Guattari, 1989 

CLASS \ DKt (?S MOM I IS 

\\ luil do th ugs do to the 

human IhhK ? They lri«>yer 
iihkmI swings, time shifts, 
nenous spasms; they fieiR'iale visions. 
Just like Ihe cinema. 

Drugs and movies holh ofTer 
Simulated experiences of iv;ilil\ which are 
dee|)l\ troubling on a metaphysical level. 
Hotli are "simulacra*. The difference is 

that only one is legal. Which is the reason 
\\U\ most Class \ drugs movies - 

espec ially those, like Postcards from the 




Hdftc or Wired, which arc actually set in 

Hollywood - repudiate chelr source 

material so h\steiicall>. 

Postcards from the Edge is a 

confessional movie about the horrors of 
drug addiction. Hollywood Babyflon and 
rampant eareerism As an adaptation of 
Carrie Fisher's scnii-autobiogrnpliicul 
novel it is also a simulacrum which 
pretends it is an elkon. a good and 
faithful cop\ of what it is like to Ik- a 
celehiiiv addict. Meryl Si rcrp suhsiitutes 
for Ihe fictional j>ersona which subsliluted 
for Fisher In the hook. Hollywood 

substitutes for real life, and a tedious 
moral panic about coke addiction 
substitutes for any serious examination of 
% In Streep/Fisher needs inov ies so hadl> . 

Ami Wired.' This is a movie about the 
hard life, fast times and stupid death of 
John Bclushi as original^ reported hy Bob 
Woodward. II W88 hilled as an expose of 
the lihidinal economy of cash and cocaine 

■r 

which fuelled the American film industry 
in Iheearlv Ki^hlies and was hurled by 
Hollywood as a result. \ol that it Is even 
faintly sulnei'sive. Another lame little 
rikon, it plays the same substitution 
game as Postcards from Ihe Kdsc ami 

even goes so far as lo restaur supposedly 
lamous (but actual!) ver> Imriiig) routines 
from BVIushi's rihn career with all the 
kitschy solemnity reserved for martyred 
saints. 



ENTRY FROM A FILM ENCYCLOPAEDIA 
Drugs 

extraterrestrial responsibility for Dark 
Angel 

fight against Best Revenge: The Crackdown; 
Death Wish 4; Fatal Beauty; Firebirds; A Force 
of One; Foxy Brown; French Connection; 
French Connection II; Gordon's War; High 
Risk; K-9; The Last of the Finest; Lethal 

Weapon; Lethal Weapon 2; Lucky Luciano; The 
Marseilles Contract; The Organisation; 
Predator 2; Prince of the City; Puppet on a 
Chain; Return of the Dragon; Running Scared; 
Shakedown; Sicilian Cross; Stoner; The Super 
Cops: The Supergrass: Tequila Sunrise; Who'll 
Stop the Rain! 

use Altered States; Bad Boys; Bird: Blue 
Sunshine; The Boost; Brain Damage; Bright 
bghts. Big City; Cheech and Chong's Next 
Movte; Christianc F.: Ciao Manhattan; Clean and 
Sober; Cocaine; The Cocaine Fiends; The 
Connection; The Courier; Crack in the Mirror; 
Dark Habits; Drugstore Cowboy; Easy Rider; 
The Falcon and the Snowman; Fast Talking; Fast, 
Fast; Joe Albany.. A Jazi Life; Lady Sing's The 
Blues; Let's Get Lost; Liquid Sky; The Man with 
the Golden Arm: Un Monde sans pitie: Panic in 
Needle Park; The People Next Door; Postcards 
from the Edge; Reefer Madness; Silent Scream; 
Superfly; Slow Dancing in the Big City; Tiger 
Warsaw; Torchlight; Trash; Up in Smoke; The 
Vortex: Wait Until Dark: Where the Buffalo 
Roam; Wild in the Streets; Wired 
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IT S<;OOI> STMT. 

The cinema fetishist is the 
person WlH) is enchanted ill 
what Hie machine is 
capable of. al the theatre of shadows as 
such. For the establishment of his full 
potent*) for cinematic ioulssance he 
must think at ever) moment (and above 
all simultaneously! of Hie force Ol 
presence the Mm has and of the absence 
on which this force is constructed... Of 
coins*', this attitude appears most clearly 
in the 'connoisseur', the cinephile. but it 
also occurs, as a partial component of 

cinematic pleasure, in t hose w ho just go 

to the cinema: If the) do go it is partly in 
order to be carried nwav b\ the film, but 
also in order to appreciate as such the 
machinery that is carrying them away: 
they will say. precisely when they have 
been carried away, that Hie film was a 
'good' one. thai il was 'well made" 

Christian MM* "The Imaginary Signifier". 1974 

IMH\(; i'll.M 

Taking in a Him was nut 

_ j . always the same thing as 

■--~ ; / | going to the cinema. In the 
earl) days or film culture in the late 
nineteenth centur> - before the institution 
of cinema even existed - Kdison 
"kinotosrnpe" films were exliibited in 
music halls. penn\ arcades, fairgrounds 
and other carnival resorts and advertized 
as gaudy "peep shows". Film was 
considered a popular novcltv, ( heap, 
iiitovicating and vaguely sleazy. The 
plat es \\ here il was available were nois>. 
rowdy and disreputable. \s far as the 
middle classes were concerned, they were 
little belter than opium dens. 

The next obvious step was to 
establish a cultural spare for dim in its 
Own right. In 1900. taking advantage of 
the falling prices of the new movie 
projection equipment manufactured hy 
Kdison and Hiograph. Thomas L Tall) set 
up a mov ie show at Hie hack of an 
amusement arcade in Los \ugclcsaud 
christened it The Electric Theater". 
Consisting or a simple screen and curUiiii. 
a pit for a small orchestra or piano, and 
bench sealing, it was an immediate 
success. Soon, penny arcades, pawn 
shops and dance halls were lieing 
converted into storefront mov ie houses 
across the country . Hv 1808. then 1 were 
ten thousand of these "nickelodeons" in 
the 1'niled Slates Hut ihey were still 
something which the middle classes 
avoided. 

Around 1910. demands for higher 
standards of public sufclv al the 
nickelodeons, combined with the 



increasing congtomerizaiion or the film 
intlusii>. meant that cinemas went up- 
market. The next twenty years saw the 
ascendancy of Hie picture palace in an 
attempt to attract a new mass audience 
and make cinema a recognized part of the 
national culture. Screen sizes in< reased. 
upholstered tip-up seats replaced 
benches, lounge furniture was introduced 
into the foyers In some 1 rases, 
chandeliers, elaborate staircases and tine 
draperies were installed. 

Like the department stores which 



Mover or \l( Al). 20lh Century Fox. 
Warner 15ms and Kadio-kcllh-Orpticum or 
KM) - and the Little Three - 1 niversal. 
Columbia and I nited Artists. The Big Five 
were full) vertical!) integrated, whereas 
the Utile Three concentrated on 
production and exhibition. For all of them, 
picture-making was concerned quite as 
much Willi the regulation of consumer 
demand, the manufacture or the desire to 
go ti» the movies, as il was with the 
stead) Hcking-off of production quotas. 
Hut this desire for simulacra was a 



QUOTE FROM A TELEPHONE TRANSCRIPT # I 
"What alarms me is that we're now living under a regime that feels that certain things 
can be simply done with, finished off. repressed, wiped out and so I thought I'd see if 
addiction doesn't have a more originary status than has been allowed for it. And once 
one recognizes some basic and no doubt dangerous truths that Freud and even Marx, 
who spoke of the 'opiate of the people', recognized long ago, one can no longer simply 
persecute a subject who claims to be addicted or who is addicted; one has to first of all 
understand theoretically and thoughtfully and carefully what constitutes addiction and 

then if it turns out that addiction in fact informs the possibility of Being or the 
fundamental relation of Being to the world then one is impelled toward different kinds 

of evaluations." Avital Ronell in conversation, hay, 1992 



often fated them in the centre of a city, 
the picture* palaces showcased the same 
wares simultaneously across the country. 
Sites of bourgeois recreation on a mass 
si ale. Ihe> were institutions geared to the 

regulation of urban manners and mora, 
pleasure machines devoted to the sexual 
policing Of a newly industrialized labour 
force Mass attendances at picture 
palates were in many ways the cultural 
equivalent to Foucault's "generalized 
medicallzaton of the population." 

The new game-plan worked. The 
experience of seeing a film, of plugging 
into a potentially intoxicating 
""simulacrum", had by the early Twenties 
been successfully institutionalized. The 

next twenty years saw the increasing 
integration of cinema and industrial 
capitalism. The system of vertical 
integration which dominated \merican 
cinema from the Twenties to the Forties 
meant that a limited numher of 
corporations owned the hacklots where 
films were made and the picture palaces 
Where they were screened. 

Fight studios controlled the \meriean 
motion picture industry throughout the 
Thirties und Forties. They were known as 

the Hig Five - Paramount Pictures, hoew 's 
Inc (parent company o! Melro-tiuldvvyii- 



trieky thing. It had to be monitored, 
shaped and modelled. In 1922. some of 
the early Hollywood companies like 
National. Paramount tiod (ioldvvyn 

established the Motion Picture Producers 
and Distributors of America under the 
presidency of a government official. \\ ill II 
Hays. TheMITIH advocated thai BlraS 
should conform to certain lightly 
controlled moral principles. These were 
later formalized in the I lav s Code Of 1930. 

What docs all this have to do with 
drugs? It's simple. All these developments 
- the industrialization of cinema, the 

gentrlftcation of movie houses, the 

moralization of filmic protocol - represent 

an alternative way of dealing with the 
problem of simualcra to banning them 
entirely. Compare the effects of 
Prohibition. Ten years into its operation 
more than half a million Americans had 
been arrested for drink offences, the black 
market in alcohol had been taken over b> 
organized crime and political corruption 
was widespread. 

The \ct of Prohibition was passed in 
1920 as a result of the lobbying activity of 

the temperance societies, who were 
conv inced that alcohol was sinful. Not 
only did they attribute a range of social 
evils to the effects of booze, but lhe\ 
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considered drinking was Immoral if 1 Us 
own right. Heroin and opiates were 
outlawed at the same time as alcohol. The 
result was the development of a Mark 
market in diese hanned simulacra 
Gangsters tike At Oapone were us famous 
as ao> movie mogul in I he Twenlles- 
somethuig which is h;ird!> surprising 
when you consider lhe> had established 
their own s\sl<in or vertical integration in 
this shadovu iiulusir\. I" man* wa\s. the 

illegal drinking dens or "speakeasies" or 
Prohibition were the underground 
equivalent of the picture palaces. 
Meanwhile, the gangster ino\ ie - Dims 
like Scailacc and The Tiihllc I nemy - 
were the Class \ drugs movies of their 
day. 

BACK TO \IM>K\0 

"In opposition to \dorno. 
Iien|anilu iH'ld a positive 
View of modern reproduction 
lei hniques as lhe\ wen* applied in art. 
This disagreement can l>e traced to their 
respectively different understanding of 
capitalism, rooted in different experiences 
and formed at different limes. To put it 
simply. Adoruo was looking at the I S of 
the 19406, Benjamin at the Soviet I nion 
of the 1920s, \nothcr important factor is 
that, like lirecht. Benjamin saw great 
potential in Hie ' \meru anism introduced 
In (Jerman.v in the I f>20s. while \dorno 
never overcame his deep mistrust of 
anything American. Both authors, 
however, have to be criticized for a 
distortion of perspective... Just as we 
should question Vdorno's view of the 
I ailed Stales, we should be skeptical 
about Benjamin's idealizing enthusiasm 
for Ihe early Soviet I nion... Neither 
Adorno's thesis of the total manipulaion 
of culture, nor Benjamin's ahsohite belief 
in the revolutionizing effects of modern 
repnKluction techniques, has withstood 
the lest of time. Benjamin, to be sure, was 

aw ar«' that mass production and mass 
reproduction in nowav automatically 
guaranteed art an emancipatory function 
-not when art was subjected to the 
capitalist production and distribution 
apparatus. But it was not until Adomo 
that a theory of manipulated art under the 
capitalist culture industry was fully 
developed." 

Andreas Huyssen, "The Cultural Politics of 
Pop", 1975 
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Reefer Madness, made in 

1*136. is the prototypical 

anti-drugs film. It opens with a know-all 
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my house in t 



if 




HP Crane presents in 
this film facts from 
the Marihuana 
menace compiled 
from articles 
published in some of 
our best 
magazines... 



[Background of dated 
carnival and circus 
music intercut with 
crime film 
soundtracks] 



Divulging heretofore 
untold orgies of 
youth dissipation... 



Weird parties... 
Wild Diversion... 
Unleashed Passion... 



A sensitive lovely 
girl, made hard and 
brittle by Marihuana 



Are your children 
prepared to attend 
unchaperoned 
parties? 



See and hear what 
goes on behind 
closed doors! 



Unfolding new pitfalls 
to America s Youth 



It's vivid, it's 
powerful... it's 
daring. .. beyond 

imagination... but 
it's true... 



Made with the co- 
operation of the 
Federal State and 
Police and Narcotic 
Officials 



"Your daughter is a 
psychopathic case. 
She's on the verge of 
insanity. She has 
marked symptoms of 
drug addiction and I 
strongly believe she 
has been using 
Marihuana" 
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fie lake Miss Frixzbee and when my 
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The police will 



roast on 
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teacher instructing thr parents of his 
innocent young charges thai there is a 
killer weed spreading through America 
like the worst kind of social disease. It 
then zooms in on an all- American school 
kid and shows how, once he has been 
seduced into the pleasures of dope b> a 
gang of crazed maniacs, he descends into 
a nether-world of prostitution, murder 
and suicide. \ll from one little puff on a 
funny cigarette. 

The climate of hysteria which allowed 

such a film to Ik 1 taken serioustj was 
created In Ham J \nslinger. who was 
appointed commissioner or me Federal 
bureau of Narcotics in 1032. Anslinger 
was obsessed In the imaginary terrors of 
cnniiahis and successfully lobbied 
< ingress to outlaw the drug in 1 837 l>\ 
linking its use with sexual frenzv. berserk 
violence anil, most significantly, black 
crime. In other words, he single-handedK 
invented the potent myth of the "dope 
fiend". 
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"Junk is the ideal product 

... the ultimate 

merchandise. \o sales talk necessary. The 
client will crawl through a sewer and beg 
to buy ... The junk merchant does not sell 
bis product to the consumer, he sells the 
consumer to his product. He does not 
Improve and Simplify his merchandise. He 
degrades and simplifies lh<- client. lie 
pays his staff in junk." 

William S Burroughs. Naked Lunch, 1959 

COMING OFF IS HARD 
TO IM> 

Fashions in drugs nia\ 
change, but the myths 
remain the same, What's particular^ 
distressing is bow many users, 
particularly heroin users, are willing to 
buy into them as soon as the> band over 
the cash for their first hit. First up is the 
myth of the pusher as evil tempter, 
corrupter of innocents, a shad> figure 
plugged into a vast illicit network of 
underworld manipulations and covert 
operations, li s a paranoid mindset that 
owes a lot to W illiam Burroughs, whose 
novels from \aked Lunch onwards have 
always enjoyed confusing the identities of 
the pastier and Ihe secret agent, but it 
tends to obscure the fact thai mosl 

dealers are simply users attempting to 
finance a habit. 

Next up is the myth of addiction as 
something instantaneous and eternal, Ihe 
(link) enslaved b> his habit. But it s not 
stopping that's the problem, it's wauling 



QUOTE FROM A TELEPHONE 
TRANSCRIPT #2 

"The drug traffic and economies, these 
are a phantom and double of capital 
and the flow of capitalism. And it's 
Deleuze who reminds us that capital 
isn't just capital; it's a kind of — he 
doesn't say a drug — but it's 
certainly a locus of intense desire, of 
symbolicity, of passage and ol intense 
activity which organizes all sorts of 
symptoms, desires and needs — and 
on a highly symbolic and abstract 
level. So capital itself is not itself but 
relies on this kind of gold value; so 
it's the mother of all values - in a 
sense it's a maternal empire which has 
to be mapped and found and around 
which one wants to circulate and 
conquer and so on. So the libidinal 
flow of capital shouldn't be 
underestimated. So even capital is 
already its own ghost with a kind of 
reserve of value and desire. So drugs 
are, if one wants, a moment in 
capital's eruption as an attempt to be 
an object. So I do think it's a very 
complicated thing and has a lot to do 
with doublings or the capital that is 
and is not real and is the production 
of all desire and so on and so forth." 
Avital Ronell in conversation, Hay, 
1992 




to slop. Which is when* the third myth 
comes in - withdrawal ;is i he torment of 

the damned. Again the guilty parties 

aren't too hard to find. Think of Sinatra 
climbing up the wall in The Man with I he 
(adrien \rm. dene Hnckman gnashing his 
teeth in The French Connection II or 

Jason Patric chewing the carpel in Ktish 
What a bunch of nude hysterics! 

ciivsim; tiii; 
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It has Ivoen recently 
estimated that the Western banking 
system launders 84!) billion in drug profits 
ever> year, like the- giddy rush of capital 
around the globe on the twenty four hour 
stock market, the international trade in 
drugs nowadays is all about green 
alphanumeric blipping up on computer 
screens and numbered Swiss bank 
accounts. \s the da\s ot suitcases lull of 
hot dollar bills begin to recede into myth, 
the cinematic stock iu trade of even 
second-hand Miami Vice rip-off. so it 
becomes harder to get a fix on things, to 

match up an on-lhe-ground smuggling 
operation with the night of computer 
commands through the electronic ether. 
Even the traffickers themselves seem to 
be confused, if the reports of Miami drug 
dealers modelling themselves on the 
nihilistic flash of \l Pacino in ScaiTacc 
are anything to go by 

Things were so much simpler hack iu 
the <K)s. Then it was still possible to trace 
the international supply lines of the drugs 
trade for the simple reason thai they 
tended lo shadow in reverse the survh ing 
logistical route maps of colonialism. The 
post-war flood of drugs into the Wester n 
WOrkl was in many ways a predictable 
historical irony, the return home of the 
repressed mailer of foreign adventurism. 
Heroin was smuggled inio Urilain from 
Pakistan. Ihe "French Connection" was 
the point of process for North African 
opiates, while the Vietnam war opened up 
the 'Golden Triangle" of South Kasl Asia 
for business and triggered a heroin 
epidemic back iu the I SV Vietnam too 
virtually patented the whole illicit drugs- 
for-arms equation which has played such 
a large, if covert, part iu Keaganite 
foreign policy from I lie hacking of Hie 
Afghan rebels to the funding of the 
Conlros. 
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In his 1984 book. War ami 
Cinema Paul Virilio 

conceives of the stereotypical picture 




palace of the Thirties as a kind of urban 
troop ship designed lo keep the masses in 
military harness after demobilization. 
According to this slightly baffling 
scenario, cinema functions as a rallying 

call lo anus, a hum of "perceptual 
logistics". While the Hollywood star 
system becomes the perceptual arsenal of 
ibis military machine, wiih the se\ symbol 
figured as a kind of irresistible image 
bomb, its big guns are defined by the 
musical comedies of the period, especially 
the all-singing, all-dancing spectaculars of 
Kred Astaire. II was the task of movies 
like Top Hut and Follow the l icet, \irilio 
argues, "to iuihue audiences w lib Iresh 
energy, to wrench them out ol apathy in 
the face of danger or distress, lo 
overcome thai wide-scale demoralization 
w hich was so feared by generals and 
statesmen alike". 

An interesting theory . What Virilio 
does not consider Is the way In which war 
and cinema overlap in terms Of I heir 
relation lo drugs. Jusl as drug- 
consumption has been an important 
feature of lerhnirized warfare, a means of 
adjusting Ihe metabolic equation between 
the human body and the war machine, so 
it has been a significant pari of the 
logistics of mov ie-making. Think of the 
shipment ol money, men and machinery 
involved in Ihe filming of Ihe average 
Hollywood blockbuster. How else is il 
going lo get made unless ev ery one is on 
coke? 

MOVIKS. OKI uS AM) \K 
TOO 

The most Influential drugs 
mov ie or the last ten years 

is Ken Russell's Mloied Stales Loosely 
based on Ihe psychedelic life and limes of 
John UUy. it stars William Hurt as a 
scientist who goes on a head-trip too far 
in pursuit of forbidden primal knowledge. 
Although the movie is couched in terms of 
a Faust ian cautionary tale, it does a 
remarkable job of outlining the 
epistemological paradigmn of Nineties 

cy berpunk culture. Suggestive)) mapping 
hallucinogenic drugs, tribal shamanism. 

float tanks and sensory deprivation, 
evolutionary breakthrough, the language 

Of schizophrenia, image-resolution 
technologies, black boxes genetic 
engineering and the discourse of 
primatology on to each other, it comes up 
With a rough-and-ready digest of the 
theories underpinning Ihe development of 
virtual reality today. 

The psyeliedelic trip sequences may 
have dated badly, but then what trip 
mov ies - from Roger Gorman's The Trip 




to Bob Kafelson s Head - haven't? 
Ml hough Russell can only nil il with dumb 
hippy images (giant flowers, monstrous 
women, sub-colonial surrealism), what is 
significant about \ltercd states Is lis 
isolation of a discursive space today 
occupied by IK and its attendant 
technologies. The movie's emblematic 
scene? William Hurt convinced that the 

Mexican magic mushrooms he has 

consumed can generate only so many 
Visions before they pass a "black-out 
barrier" at which point he continues lo 
hallucinate but has no access to the 
images screened in his brain. This is as 
good a definition of \ K as any : a cinema of 
the mind which leaves its subject blind. 
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interview 




BUZZ has been described as a 



thematic, global collage, mixing 
documentary, news, found 




lootage, soma and text. 
Originally designed as a 
thirteen part series 
commissioned by MTV, it was 
first broadcast commercially in 
1990 but was later cancelled 
because of, among other 
things, its cost 

BUZZ, the most expensive 
program ever made by MTV, 
was designed to be syndicated 
internationally and is currently 
on air in the U.S., Italy, 
Turkey, Scandinavia, Australia 
and Brazil with assorted 
episodes being screened in 



Japan, Germany and Mexico 





by mark bennett 




Bl: What is your idea of BUZZ and how 
do others perceive the program? 
Jon Cllne: It started off with something 
that I had originally come up with in a 
vastly simplified form: a name and an idea 
for a global TV show. I hadn't been 
outside North America until I was sent 
out to Europe as one of the five people to 
set up MTV Europe. I was responsible for 
the station's look/graphics and feel. They 
said take the first few months and go 
around Europe to see what the people are 
doing, what they're wearing, thinking and 
feeling. It was the totally ultimate great 
trip, all being on the company s expense. It 
kinda blew my mind since I had never 
been out of the States. It's like you go to a 
place like Copenhagen and you discover 
that there's a totally vital scene happening 
there and they aren't waiting around to 
find out what's the latest thing happening 
in New York or London. Of course they 
care, but world doesn't revolve around it. 
I kinda got this idea for bits of energy from 
around the world, gathering it, collating it, 
sifting it, and spewing it all back. Visually 
kinda like a big dish, gathering in all these 
signals and spewing it all back, then MTV 
put Mark and I together - we had never 
worked together - we were both mutual 
admirers of each other's work although 
we were coming from from such different 
places - and we did the pilot together. 
Working with Mark totally changed it into 
something vastly greater than I had ever 
imagined it would be. It was really 
something that was created fresh once I 
had started to work with Mark. 
Mark Pellington: Jon had been 
working previously in news and had gone 
over to MTV Europe and had gotten the 
global tip/the global exposure and I had 
stayed at MTV and had been doing little 
promos - starting with 10 and 30 second 
pieces, just taking people's footage and 
cutting it together with little hip-hop 
tracks and stuff like that, then cutting 



different people's visuals - just loosely 
trying to do little thematic pieces. And I 
had been pitching to MTV a thematic show 
called 'Sign of the Times', at the time, 
which was like a thematic collage. I was 
thinking at that time purely American and 
purely collage with not much story or 
editorialising 

MP: It was totally meant to comment on 
pop culture from within and so when they 
said we want you to work with Jon on 
BUZZ, they had already rejected my idea 
for being too abstract 
JC: He was really pissed off: 
MP: I was really pissed off. But I said, fuck 
it since I really liked Jon's work and what 
he's been doing, and put whatever I had 
done for my idea into this show, into 
BUZZ, so it was really the best of both 
worlds. 

JC: Both of us had an idea of a thematic 
show based on universal themes, like a 
meditation on a theme, but much noisier 
and more intense than a meditation. 
Almost like in a retarded way. I was 
imposing some order on Mark's chaos and 
he was imposing much needed 
abstractions on my stuff. Of course MTV 
saw me as the editorial guy and he was the 
look guy. but we threw the baton back 
and forth. I remember for the original 
pilot I brought over from England, "Crash" 
by J. G. Ballard and "Burning Chrome" by 
William Gibson and I said... 
MP: Read these! 

JC: Everyone has to read these books, I 
had gotten 1 5 books and I said 'if you 
don't like 'get it. you shouldn't be working 
on this project.' 

MP: We did the pilot which was very 
fresh to many people but I think what we 
felt was that it was very one dimensional, 
very flat, like a magazine, so when they 
then took the pilot and started selling it 
and getting interest for it about eight 
months down the road and they gave us 
the go ahead for doing the series, Jon and I 



had sort of grown tired of the pilot in 
certain ways, the look, whatever. We both 

said, "let's change it" and we had both met 
people who added some interesting things. 
We'd seen some new movies and had 
been influenced more, so we had changed 
quite a bit. 

JC: Much to MTVs dismay 

MP: So we had gotten rid of the flat one 



dimensionality of it and had made it more 
three dimensional and made it more alive. 
And we both came up with this theory 
that we could go inside a television set. 
Jon had said before that we should do this 
little channel changing globe hopping sort 
of thing. It really all came together, the 

best of both our ideas. 

JC: It became really physical, we really 



wanted to make something that had a 
mental and emotional effect on people. 
MP: That was active, it was 
McLuhanesque. that wasn't cold and and 
passive, we wanted something that was 
hot and active and involving. We decided 
on some rules: we didn't want a host 
telling you what to think; so we used this 
projected text. Jon was to write the 
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words, and then we would decide on the 
theme. 

JC: We sat around and basically said OK. 
we have lucked out. they have given us the 
go ahead, let's look at everything we 
fucking hate about TV and everything we 
think is lame and just like take it out. Do 
we need a host? Do you need to lock into 
one or two people to tell you what you 
see? No! Do we need subtitles at the 
bottom? No, because your eyes start at 
the top. 

MP: We had taken this film course that 
had said psychologically the top right of 
the screen was the most powerful. We 
had wanted to do something that was 
different and we realised that this might be 
our only shot at doing this thing. 
JC: And we wanted to be proud of it later 
on. We like thought, fuck it man, this is 
going to be on network TV! 
MP: We had never done a show before, 
the longest thing we had ever done was a 
music video. 

JC: We had never done this shit before 
and we're making it up as we go along, so 
we don't want to lame out crap out. We 
didn't want to think that we had a really 
great idea for a show but we didn't think 
people could handle it so we made it lame. 
BIS Where were you getting your 
inspirations from? You mentioned Ballard 
and Gibson. 

JC: Ballard, Gibson. Burroughs. A lot of 
music. Just the entire idea of 
appropriation, sampling, dada-ism, inspired 
theft. We also discovered that we were 
reworking various avant guard film 

techniques from the Thirties and Forties 
that we had never heard of before. 

MP: Some of the people we involved 

from New York, Lewis Clarke who had 
been cutting super-eight film up into strips 
and this other guy Glen Ribble. these guys 
were Stan Brakhage (experimental NYC 
film maker) disciples. It was just a question 
of plugging into anybody - Burroughs, 
Gibson, Timothy Leary, Jenny Holzer — 
whoever we got turned on by - musically, 
whatever artists we like. 
JC: There is also a slight fan boy attitude 
to it all. We were here and Burroughs had 
an art gallery show over here (his 
collaboration with Keith Haring) and we 
got to meet him. We were in this room 
with people we were in awe of and to 
actually have him say that you're doing 
cool shit... Burroughs saw the pilot - 
which we ended up thinking was pretty 
soft but at the time MTV said that people 

were running and screaming from the TV 
sets... 

MP: Saying its too fast.. ' 
JC: And we were on the phone with 



Burroughs and he goes 'You know you 
had a bit of a pace going there for a while, 
but it kinda slowed down in parts - you 
should have maintained that pace' So we 
said fuck, if it's too slow for Burroughs, 
this eighty year old man, if it's too slow 
for Burroughs then it's fucking too slow. 
Bi: I usually watch it on fast forward. 
MP: Good..., good, you watch it on fast 
forward, it's cool in black and white, just 
with the pictures or just listen to it, it's 
cool when you just listen to It, 
JC: It's a good soundtrack. We did all the 
music first, which is like a major rule- 
breaking thing. 

MP: Make it audibly satisfying first. 
JC: We really designed it, we took the 
audio off interviews and shit and treated 
everything as a musical source, you know 
- it was like here's a person talking, we're 

using the rhythm of their voice, that's why 
there was no dubbing in it - we really 
wanted to have the music of different 
languages - we were really into that. 
MP: We really wanted to fuck with the 
form. Half of what BUZZ was is taking the 
form of television and letting it breath a 

little bit, playing with tt and not having a 

straight video tape, but fucking with it - 

giving it more of a texture and emotional 

resonance, then people can feed off of that 

psychologically. 

JC: Fuck with their brains 

MP: And do it fast. 

BI: How did MTV sell the idea? 

JC: They sold it on the global tip but they 
also sold it as the idea This is cutting edge 
TV - this is 1 990s TV - the thing is they 
didn't really want it to be like chat - they 
wanted a magazine show - they wanted 
more Bon Jovi. more stars. 
MP- The latest style, fashion crazes. 
JC: We had to fight over not putting in a 
fashion/style section which is what they 
kept touting it as. They said 'people want 



to see stars' We kept on saying 'fuck the 
stars, you can see them all over the place'. 
The whole point of BUZZ was that 
everyone was a star, anyone talking at that 
moment is a star. 

MP: It was more democratic in terms of 
everything that we shot, everything that 
we used, the content and form. Everything 
mattered and everything had a place - 
people are equal and we weren't there to 
necessarily comment on things, we did our 
own share of little commentary or 
propaganda, but more in the way we were 
putting it together - that was the 
statement 

JC: Exactly, exactly, because you would 
think what sound bite do you use, how do 
you cut this piece. As far as the whole 
democratic tip goes, we had a staff of 
fifteen people whose average age was 22, 
we really hired people who had never 
worked m TV before or only minimally. 
People we could train, indoctrinate and 
brainwash. 

MP: So they do their first piece and we 
would say no, 'why are you putting that 
sound bite there' or 'we can say that with 
some text, we don't have to go into a 
whole big thing.' It was about story telling 
in a different way, like a fractured 
narrative. 
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JC: It's much better to have people who 
have less to unlearn. Mark and I had to 
come to this after being brainwashed by a 
more malevolent force and one thing 
about BUZZ, of course, it is manipulation, 
TV is manipulation, anything you put out is 
obviously you trying to get people to see 
it. Well the idea behind BUZZ was here's 
some good propaganda or well-meant 
propaganda. 

MP: I was in LA. last week and we did 
this piece on Film Threat and Chris Gore 
and it was a nice piece on him and he 
couldn't believe that we wanted to put in 
a sound bite of him saying that for his 
magazine's piece on the new Freddy 
Kruger film he wanted a real child killer to 
ask the star questions. He couldn't believe 
our balls in putting that on. We didn't 
think it was anything outrageous or out of 
the ordinary, but that it was a real 
comment from a real person. But a friend 
in LA said some people thought it was a 
little bit preachy. I honestly think that we 
are naive, still naive enough to believe that 
maybe on a more ethereal or educational 
level television or technology in the right 
hands can change people. 
JC: We aren't luddites. 
MP: Maybe we're naive about it. There 
are too many cynical people making 
television and films. 

JC; Exactly, and what we're trying to say 
is that tech Is tech. it's neither good nor 
bad and here's an example of TV that 
looks really technical but really wasn't. It 
was all shot on Hi-8, super 8 and home 
stuff. I think there's a lot in common with 
the hacker ethic. We were taking it off the 
shelf, butchering it a bit and rewiring it and 



using it for our 
own ends and 
hopefully making it 
more available to 
more people. 
Saying, look tech is 
tech, information is 
information, here's 
something for 
people who want 
to jack right into 

v ^^^ r ^ =r ^^ ====l their own TV 

show. We really 
see it as a brain to brain interface. 
MP: Some of the letters that people sent 
us were pretty amazing in terms of MTVs 
expectations of it, which were perhaps of 
a broader, more commercial appeal. 
JC: We found all the weirdoes. 
MP: We found that in the US we were 
getting two out often normal viewers, but 
I'm much more into affecting those two 
people, the... 
Bl: ... Subgenius? 

MP: Yeah. yeah... And if they get it.. 
BUZZ was made for them. Here it is, if 
you get it, cool, if you don't... we're sorry. 
It wasn't like 'Hey we're sorry you don't 
get it (In a derogatory fashion). 
JC: It was all because MTV is really 
heavily into research. They brought us 

down to a couple of focus groups which is 
a weird experience because you're 
watching some people watch your work 
and seeing what they react to. My 
argument to that is. "what kind of people 
answer these ads for people to watch TV 
for ten hours for $30?" Our attitude was 
that we were making it for our friends and 
ourselves and our big gamble was that we 
weren't so totally insane that no one else 
would like it either. How do you research 
something that is totally new? Like with 
ABC when I worked in news, it was the 
same fucking thing. I would get phone calls 
about shit happening and it would be like I 
couldn't do a story until it appeared in the 
New York Times. It was like a kind of 
legitimacy, now that it appeared in the NY 
Times, we could cover it How about the 
old Edward R Mural school of Journalism 
that says maybe you can only tell people 
what's new before print. I think TV news 
still has this weird fucking attitude to print. 
MP: They're just afraid. 
Bl: It's like that with books in Britain, you 
can't get anywhere unless you've written a 
book, go on a TV chat show.... 
JC: Exactly, but it's like, talking about 
researching new stuff, you can't know if 
something is going to become big until it 
becomes big. To us, it was the simplest 
thing in the world. How can you tell 
through four focus groups how to make 



something that's totally new. And we used 
to piss off MTV to the point of almost 
brawls by saying 'We are the only people 
who know how to make BUZZ, and you 
people just don't know.. Trust us.' 
MP: That gets back to your question on 
what the perception was supposed to be 
in corporate mind versus our own mind I 
think MTV put faith in us but if they had 
seen anything we had done previously I 
don't see how they could be surprised. 
JC: We had always done sick shit for 
them, that they had been happy with, we 
had both been like the token renegade in 
New York and in Europe. We were the 
guys who gave them the edgy stuff, 
creative stuff. I mean how could you put 
us together and not guess that we 
wouldn't be focussing on Bon Jovi and that 
maybe some of our other interests might 
leak in to this TV show. 
MP: They only wanted our minds for a 
minute or thirty seconds at a time. Why 
couldn't they just have a half hour 
whatever the fuck it would be. Then they 
started to think about ratings and how it 
would perform. We were staggered. 
JC: Cos we always thought, they were a 
twenty-four-hour-a-day network, we 
thought they could just slip in a half-an- 
hour a week of subversion. They're always 
claiming they're subversive. MTV has 
always coasted on this idea that they're 
subversive. First they thought they were 
the cutting edge, then they got tired of 
that and then it was the leading edge; like 
a real big semantic difference. I feel that 
MTV has come up short and blown their 
mandate - and I don't think I'm being to 
idealistic - to actually make something 
that people might possibly care about, you 
know. They have the eyes and ears of 50 
million people in America, maybe they 
could do something halfway decent. In 
Europe we did these pro-social 
environmental spots and I was talking to 
them about doing some more pro-social 
stuff as a consultant after BUZZ. You have 
Jesse Helms that stands against everything 
supposedly that MTV stands for Why 
don't we use our strength, get people to 
register to vote, and send money to defeat 
Jesse Helms? How could there be any 
backlash? It would be a cool thing to do. 
Bl: What was the exact perception of 
BUZZ by the SO million people who get 
MTV in the States? 
JC: There's two things. First there's 
MTV's attitude when something weird was 
kinda mooted: 'Well how about the kid in 
Kansas, will that kid in Kansas understand 
it?' 

MP: Burroughs is from Kansas 

JC: We really started to hate this kid In 
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Kansas, your know, because he was like 
1 6.3 years old, totally retarded, only 
bought shit that was on MTV, you know. 
MP: It was a typical, repressive attitude 
towards an audience - they won't get it. 
They didn't credit the audience with 
enough intelligence to be able to make up 
their own mind. 

JC: We didn't know about the 50 zillion 
people watching it but we knew friends 
and we knew ourselves. We knew we 
were all virtually fucking bored to tears 
with |ust about everything that was on TV, 
so we said let's make something for us, 
that's not boring. There have to be some 
other people out there like us. maybe I in 
100. 1 

MP: Five years from now, I'll probably say 
that we were given more freedom that I'll 
ever get again. It's more freedom than you 
would ever get on a music video, 
commercial, certainly more than on 
network television, certainly more than on 
a feature film unless you're a major 
director. We abused the freedom quite 
frankly. 

JC: I don't think we did. 

MP: In their eyes we abused the freedom. 

We feel we just explored our own 

potential. 

JC: After BUZZ was over someone from 
MTV said. 'We would prefer to think that 
you guys were unwilling as opposed to 
unable to make a commercial TV show/ 
and we said. 'Exactly, if commercial is what 
we think it is.' 

Bl: Was there anything in the series 
which you would consider overtly 
political, targeted directly at the American 
government, or any government for that 
matter? 

JC: I think everything is political, but by 
having a 30 minute show on cultural 
stereotypes and deconstructing a 
Benneton ad, taking a tourist board video 
on how countries advertise themselves 
and asking people for their own cultural 
stereotypes, where they're from 
compared to other people, that's pretty 
political. By doing a show on happiness 
and putting in a piece deconstructing 
plastic surgery ads. 'your first nose job,' 
and mixing it with some pretty gruesome 
footage and text. Or doing a piece about 
ecstatic music and going into African tribal 
drumming and spiritual possession - 
linking it to Muzak and Acid House. That 
is all political. 

MP: It's more sociopolitical. I would say, 
in its scope, than government lashing or 
anything like that Jon's background was 
more newsy and political so I learned a 
lot.. 

JC; I'm not talking about news at all. 



MP: No. but what I'm saying is that we 

did more affairs of the heart 

JC: We're libertarian. 

MP: Hmm..., OK if that's the answer, you 

know what 1 mean. 

JC: We weren't Democratic or 

Republican, left or right wing. We're 

humanist and liberals. It's like Burroughs 

quoting Crowley. 

MP: 'Do what you want is the whole of 
the law' 

JC: That was basically it, getting it a bit 
third hand - that was one of the attitudes. 
It was good to splatter our brains across 
the TV screens and have people pick at 
the ganglia. We sat in Amsterdam in a 
hotel room for five days with a lot of felt 

tip pens and white boards and spewed 



colour corrections, and Abacus (computer 
effects desk) to make easy loops. We used 
to reel off these things at ten times and a 
hundred times speed, how many images 
could we fit in, how fast could we go. 
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through all the potential themes, talked 
into these fucking microcassette recorders 

and painstakingly transcribed the good bits 
back and you know, we came up with the 
thirteen themes and came up with the 
BUZZ Bible' - a style guide, a manifesto 
of our intent for all the people that 
worked on it around the world. That 
made it kind of an idiot proof show - like 
it said things like 'shoot everything tight.' 
MP: We said shoot everything as tight as 
you normally would, then shoot tighter, 
even then we had stuff come back that had 
this much space around it and we said 
'fuck it blow it up*. We fucked with 
everything else so it didn't really matter. In 
ten seconds you could switch between 
something that was shot on super 8 to a 
beautiful 35mm commercial, it didn't 
matter. 

JC: It was totally inclusive and a lot of 
people thought it was highly technical but 
we used video effects to blow things up, 



MP: We were talking about having these 
paintings where you built this canvas from 
different things, but it would have 
monitors running with Abacus loops all 
the time that were running so fast that 
they become like a painting, like an 
impressionistic painting. 
JC: With an Abacus loops you can get 
fields - which are less than a frame. It was 
weird because the pilot was the first time 
we had done anything that fast and we 
would sec these loops going in the 
monitors and you'd have 100 Images 
flashing by and your eye for some reason 
would be picking up the same one until it 
became a still of this one thing until you 
blinked and your eye picked up another 
one. We were really interested in the 
physical effect of speed. Lets see how fast 
this mother fucker could go. 
MP: It's strange cos I think as the show 
went on, it got slower, just because we 
had done thirteen shows. I think if we 
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went into an editing room now and 
made a show it would be really fast I 
think that if you compare it to music, it 
wasn't thirteen songs on one album, it 
was thirteen albums How many of the 
same riffs do you want to play? 
JCs That was one of the problems with 
MTV. they got comfortable with the first 
couple of shows - which was us just 
finding out feet, and then because it was 
such an intense thing to make - 
physically, emotionally and spiritually it 
took a lot out of us - we wanted to re- 
invent the show every time, change the 
style and fuck with our own form and 
break our own form. 
MP: In the first couple of shows we had 
these little openings, there were five main 
ones - culture, art. media, music and 
people. We had these cool little openings 
for each feature but after the second show 
we said fuck it, let's throw it all together 
even more, let's not even give any clue 
about what's coming because you don't 
get one in everyday life. 
JC: Look out the window you don't see a 
bird with the label 'Bird'. We also felt like 
calling a segment our media segment was 
stupid since It was all media, so we said 
fuck this and all of a sudden there was a 
frantic flurry of phone calls from New 
York saying Why aren't you identifying 
segments or identifying people' But to give 
MTV their due it was mostly little niggly 
shit like that. In the big picture we had 
90% control, pretty total. 



Bl; Can you conceive of a 
time when a program like 
BUZZ will be on Network 
TV? 

JC: Yes, about five years 
from now. 

MP: Not now. We were 
talking about this last night. 
Since I have been back to 
the States I have talked to 
even Fox and they had seen 
a couple of shows - they 
were supposed to be doing 
this daring breakthrough 
television. In a way "Twin 
Peaks" is really a soap opera, they're not 
breaking a form. They are just staying in 
the conventional forms. But what we're 
doing is developing a new form, part 
news, part music, part current affairs. It 
was too much of a hybrid, too much of a 
different thing. It scares people because 
they don't know what it is... 

• ... Hypermedia? 
JC: Yeah, Hypermedia definitely, and 
interactive in the sense that there were 
various levels to dive into. 
MP: I think in five, ten years there will be 
little BUZZ rip offs. There was a show on 
Fox called 'After Hours' which showed 
after we had done the pilot and I looked 
at it and it was watered down shit. They 
didn't understand speed, they didn't 
understand texture, they didn't 
understand people. 

JC: I think the best example why it's not 
going to happen right now is that a lot of 
our staff who have all become directors in 
their own right aren't getting work 
because they can't be pigeon holed. They 
can't do pop videos cause it wasn't really a 
pop video, they can't get into news, it's 
not news, they can't get into anything 
because it's a new form. 
Bl: Like myCV. 

JCs Exactly, its the most brutal real world 
reason why the world isn'r ready. If you 
are someone who's written and cut and 
shot pieces for BUZZ and you can't get a 
job in the real TV world at all then 
something is fucked up. I do think in five 
to ten years from now it will be in some 
sort of museum of moving images and 
people will say it was something cool that 
no one had anticipated. 
MP: My friend just wrote me a letter - he 
teaches popular culture and media at the 
University of Illinois - and he's showing 
episodes of BUZZ to his classes. We've 
gotten these blue books in New York 
from someone from 'Alive from Off 
Centre' (US TV Arts Program) who 
showed it to psychologists who 
commented that they'd like to show it to 



their autistic kids because they have a 
dream-like quality to them. It's even 
educational. It's using technology in a way 
to educate people and I think certain 
people understood it on that level. But a 
network person doesn't give a shit about 
that, 

JC: Despite MTV's hype about it we were 
trying consciously to make something that 
would be 90 s TV if you let it. Let's make 
Blade Runner happen, let's make a 
Gibsonesque world happen. 
Bl: Which Gibson himself wouldn't want 
to be anywhere near. 
JC: Well, that's what he says, but he was 
in the show and he liked it. But as he said 
he's totally down on virtual reality. He was 
on three shows, one was about time and 
memory and he was talking about digitising 
libraries and he said if you took everything 
out of print and digitised it onto disk it 
was much more likely to be taken out and 
tampered with or lost... What's amazing I 
think about Gibson or that type of stuff is 
that it is futuristic without leaving the 
present. Look at Alphaville, 1964, totally 
fucking futuristic and was shot in France in 
1964. The future is where you find it and 
as far as BUZZ being a futuristic show, 
maybe it is and maybe it isn't, but all we 
were doing was taking elements from 
today and intensifying them, cutting out 
the boring bits. I mean if you take life, cut 
out the boring bits, compress it and speed 
it up, you'll spew it back and say it's 
futuristic. But it's not, it's just today. 
MP; It reflects the speed that the culture 
is going, but within all that speed and stuff 
is still a person and still a soul and if you 
lose that you're fucked. And Jon and I 
would never want to lose that. 
Bl: Will you be doing anything else in a 
similar vein? 

JC: I don't know, we were just talking 
about that. The initial ideas, one of the 
first behind BUZZ, which never happened 
because we didn't have enough time, was 
to set up a world wide network, like a 
database of sussed people from around 
the world and give them a Hi-8 camera 
with a brief of. 'what it's like to be living 
where you are'. 

MP: A twenty four hour network of that 
shit running all the time. 
JC: Do it with fax and conference calls, 
nothing fucking major, and have people in 
place all over the world to send in weird 
shit from wherever, stuff from your TV, 
going around asking people these 
questions. All it would take is some time 
to organise it. I think if someone could set 
that up. and could bring together the 
worlds of art, technology and media, you 
would have this amazing resource to plug 
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into. 

Bl: Do you find that, with the 

evolution of a global media 
'matrix', cultures are melting 
together' 

JC; Yeah, there's this book I just 
read called the 'The Media Lab' by 
Stuart Brand, with Nicholas 
Neegroponte's (Media Lab guru) 
idea that there are three circles of 
culture - TV, Computers and films 
and how they are all coming 
together, how you can access 
things through telephone lines. 

MP: They're all together in your 
mind, something you saw, 

something you heard in media, 
culture or computers whatever, is 
all in the mind, it's all together, do 
you know what I mean? 
Bl! An example - visit a video shop from 
Amsterdam to Barcelona. 90% of the 
videos to rent will be American films. In 
the cinemas it will be huge American 
blockbusters - dubbed. 
JC: We hate this idea that it's one big 
consumer world. East Germany had a 
revolution to drive their clapped out cars 
over the border to buy Mercedes. If all 
one world means is that the multi- 
nationals have more places to sell their 
hamburgers in brand new free enterprise 
zones it's pretty sad. I think what BUZZ is 
saying comes back to the first slogan we 
had: 'Everyone is different and everyone is 
the same' which is a contradiction but it's 
also a celebration that we are all different 
and it's not one big Benneton world and 
people deal with life and death in different 
ways but there is also an underlying 
humanity that connects us all together. 
The whole idea of blanding out the world 
into a soya sauce tinted vanilla, with a hint 
of fish 'n' chips is bullshit but I think that's 
the way things are going. I think all the 
revolutions of late 89 will create new 
markets and cheap labour and Eastern 
Europe will turn into another Taiwan. 
Bit Do you think that was the reason for 
the revolutions? 

JC: Well if you want to get into 
conspiracy theory about who's really 
running the show, about the extreme 
haste with which the two Germanics 
united and about how a permanent 
underclass of the former communists will 
replace the Turkish guest workers, then... 

MP: I think everything we did up to 
BUZZ led up to it and everything we've 
done now will be like it. It may not have 
the same specific look and feel but it's 
always going to come from us. When Jon 
and I are back together that's what will 
come out and things that we do separately 




will have their own vibes and when we do 
something together again it will be BUZZ 
JC: As for BUZZ looking at the whole 
world, instead of just the cultural Meccas, 
it's a matter of having an open-eyed view 
of the diversity of people and you know 

I'm as fascinated with a mass murderer, as 
I am with an altruist. The idea that Mother 

Teresa is as much of a pleasure junkie as a 
heroin junkie, she gets off on what she's 

doing, she's feeling something physical 
from that. There is no altruism. I think 
we're going to do stuff that reflects how 

much we've been made to think and feel. 
Any time you make a story and make it 
interesting and real for someone else, you 
have to use hyperbole - no one wants to 
read a dry description of fact — to make 
something real, to make a 'strange 
country' real for Americans or for British 
people . You have to emphasise stuff, you 
do have to enter the realm of velocity, the 
world of brightness or darkness, 
otherwise language, pictures and all these 
tools arc not always enough. 
MPs Crank up the volume on them while 
using them, use everything all at once 
sometimes use them together, agatnst 
each other. It's the way our minds work. 
Bl: Has the making of BUZZ changed you 
in any way? 

MP: I find myself so much more 
inquisitive now - whether I'm in a bank or 
on a train with strangers - observant and 
inquisitive, I'm not afraid to ask people. I 
find that 95% of the time that if you're 
open to asking people and you're honest... 
JC: People are dying to talk to you 
MP: I took a train between Baltimore and 
New York and I had four strangers, 
bantering back and forth, pouring out their 
hearts. All you have to do Is ask a couple 
of key questions... a 17 year old girl living 
at home, getting up at 7:00 am to go to 



work in a diner. I was fascinated, people 
are fucking fascinating. 
|C: The thing about BUZZ is that people 
are equally fascinating and you can learn 
something from everybody. Like when I 
first came to England I was on the Tube 
and I thought, 'Wow, these arc fucking 
English people'. Looking at them I thought 
'yeah they do look different,' you know? 
When I went to Sweden. I thought 'A 
country full of Swedish people', I know it 
sounds stupid, totally fucking retarded, 
but. 

MP: If you stop learning, you're dead, if 
you stop caring you're dead. 
JC: Yeah, talking to people on the street 
- tell us about love, what is love to you - 
tell us what your ideal lover is. There 
were very few people, who said things 
that were banal, - we figured there's 
enough banality, lets find the interesting 
bits. People were dying to talk to us. to a 
fucking guy with a huge Betacam on him. 
MP: The camera can alienate people as 
well, you know. I think a report in a pure 
print sense has an easier task because you 
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can break down the walls; a microphone is 
a lot less intrusive than a camera and light. 
People think that they're 'on' and have a 
hard time. So using small video cameras, 
you can sort of spy on people. 
JC: It was funny but my uncle Ben was a 
photographer and he built all these litde 
cameras that would shoot this way instead 
of that way. so he could get candid stuff. 
He always talked about the way people 
put on a face and you could watch the 
instant the person knew they were being 
photographed and see chat they had totally 
changed He was really into spontaneity 
and he ended up kind of degenerating and 
really believing that if he turned around 
from something it all would fall apart. Like 
it was a set or something. If he didn't see 
it it wasn't there and when he turned 
around it would reassemble itself Which 

is kinda an interesting idea. 

Bl: You originally asked me at the 
beginning of the interview 'how did I get 
weird?* Can you now answer the question 
yourselves. 

MP: You know what, you want to hear 

something funny. I have a dictionary in my 
bathroom, within easy reach and I would 

look up certain words used to describe 
my work. Like when they described BUZZ 
they said it was weird or abstract and 
obscure. I looked up 'obscure' and it is a 



bad word thing because it's hidden and it's 
not revealing of what you want to show to 
people. Obscure music is great because 
only a small group of people know about 

it. Weird is simply not average, not 
ordinary and you look up average and 
ordinary and it's middle of the road. How 
does anyone not get middle of the road? It 
comes from your upbringing, music or 
whatever. I got turned onto drugs which 
probably had a great deal to do with it 
JC: How did I get weird.... my Uncle 
Mike. I grew up in a suburban town in 
New Jersey, diis guy went out to Haight 
Ashbury in 1964 and became Tim Leary's 
archivist he used to send me Kelly Mouse, 
psychedelic drawings, underground comics 
and Grateful Dead records. He turned me 
onto hallucinogenics. pretty much like a 
Frankenstein's monster. How do you 
create a weird guy? You give him a lot of 
weird books, comics, a lot of input and in 
a sense, I suppose you could say that 
BUZZ was a good hard attempt at making 
a lot of people weird. 
MPS Not average 

JC: It's all to do with the stimulus you 
give or do not give people. When you take 
a rhesus monkey and you only give it a 
wire-framed mother it becomes more 
fucked up than the one that has a stuffed 
toy which is more fucked up than the one 
that has a real mother. I don't think there 
is enough stimulus in the world, and while 

we talk about the speed of modern life, 
there is enough good stuff. I wish there 
were 10% more good books. 10% more 

good bands and movies were a little bit 
better. Even as a start with BUZZ we 
were trying to improve our patch of 

ground, just a little bit so that it might 
make a difference with this critical mass of 
weirdness or coolness or whatever, that it 

might make people want to know what 
went into it and how did they get these 
facts? Why does this person in Guyana, 

even though she's black, why does she 



remind me of this white friend of mine 
from Wisconsin in what she's saying? The 
idea was let's just put more good shit in 
the world, let's have virtual reality salons, 
let's make it better and easier to use tech, 
easier to use interfaces. That why I like 
MAC stuff. I don't have one myself but I 
have 'Windows' for my IBM. Give people a 
better interface for their day to day life 
and they'll probably end up being a little 
more sensitive, a little more tolerant. 
MP: And more people should eat acid. 
JC: And more people should eat 
mushrooms. More people shouldn't be 
afraid to get out of their heads. 
MP: Experimentation, that's how I got 
weird. Which is saying I'm not afraid. And 
not being afraid, you open yourself up to a 
broad range of possibilities. 
JC: And playing. Homo Ludens. instead of 
Homo Sapiens which is thinking man, 
Homo Ludens is playing man. More play. It 
was the great thing of BUZZ for us. It was 
definitely a job, people blamed us for being 
workaholics. But in some respects it 
wasn't a job. because it was fucking fun 
and we were doing what we wanted to 
do. The best thing I learned from BUZZ 
was 'do what you want is the whole of the 
law'. Do what you want and bring some 
joy into it and if you get off from it, they'll 
get off from it and pretty soon you and 
they doesn't matter and you'll all |ust be 
people getting off. 

MP: That's the whole thing, there was no 
audience, we were inside the TV and the 
people were out there and at its best it 
was the same thing. There was a thin film 
that divided us. It was the same thing. 
JC: It's like, 'come on in the water's fine'. 
Bl: Clive Barker said the very same thing. 
JC: Yeah man! and I think the word weird 
should become average and lose its 
pejorative sense. I mean I was a weirdo in 
High School, I was embarrassed you know, 
I spent my whole fucking life trying to be 
normal, I wrote poetry, played soccer, I 
went out on walks by myself, nothing 
unusual, but I felt so embarrassed. I felt if I 
could only be normal, you know? 

MP: The best thing that ever happened to 
me was that I was an athlete in high school 

and when I hurt my knee in my senior 

year I couldn't play professional football. 
I'm all for sports, it teaches you incredible 
things about collaboration, teamwork and 
Is goal driven in the best possible sense of 
the word. But when I hurt my knee, my 

dream was shattered and I found music 
and drugs, writing and deejaying much 
more fulfilling without being so 
committed to one thing. Weirdness sort 
of builds... 
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continued from page 19 environment. 

Bl: Even with the limited 
resolution? 

The resolution is not an issue. This is 
one of the things that we discovered. 
What is important is real-time simulation 
since the animation is a critical issue. There 
are some experiments done back in 78 on 
the effects of visual resolution and what 
was and was not acceptable for three 
dimensional geometric modelling. I know 
because I studied it. What they had was 
this 3-D brick-like construction that 
rotated and they did these experiments 
where firstly they gave people pictures at 
1024 lines - lets say - hi-res shaded, then 
5 1 2 lines, 256 lines then the same image at 
64 then 32 and the people couldn't 
recognise what it was when it got down to 
64 squared. So what they did was they 
animated it at the high resolution right 
down to 32 square and everybody knew 



The alienation of people 
from their real world sense and 
indoctrinating them with generated 
senses or sensory feedback is classic 
sensory deprivation as tested by the 

(I A. the KGB and others... 

what it was. 

The issue is motion and real-time 
animation. We call motion something else 
incidentally. Motion in our business is 
motion modelling' because the Expality has 
full motion output and we will have a 
product later on which puts Virtuality into 
motion. But the issue is the animation - it's 
critical, it doesn't matter whether you're 
looking at an aircraft shooting past you or 
a motor bike passing by, you don't look to 
see if they are wearing silver toe caps on 
their boots, you look at the over trajectory 
that the vehicle is taking. You already have 
a model in your own mind in high 
resolution and possibly, because I'm not a 
psychologist, you translate the image in 

/our own mind to the moving image. The 
issue is you track, move and act on the 
moving object so image resolution isn't 
such a major issue in VR applications, but 
obviously the better the resolution of the 
display the better the overall feel of the 
simulation. However the weighting 
shouldn't be applied as we weight static 



images in 2-D computing. 

Bl: Motion base? 

We have a wor king motion base. 
We're very aware of the economics of 
putting that into market in at the present 
time. We have something not half a mile 
away from here, in a factory, running. 
We're doing that for a specialist simulator 
project which was always the reason we 
would be doing it. tn the leisure field, 
bringing that in with VR isn't stacking up 
economically. In my view hydrolics aren't 
economically worth wile. However, there 
are some developments coming through in 
extremely efficient linear motors and we're 
very interested. 

Bl: How does or will your system 
connect to the real world, ie. 
telepresence etc? 

Yeah, operating autonomous vehicles 
and robots or whatever. I don't want to 
belittle any work going on in that area. 
Once you have a graphic and a mapping 
system of the body, a general control 
system that is monitored to an adequate 
refresh rate, autonomous control is really 
just an engineering problem. It's just a 
matter of finding out what your vehicle is 
and how to cross relate that to your VR 
environment - I sec that as quite an 
interesting area. 

We're doing work with some 
Australians where we're putting video into 
the Viset and what were doing is putting 
little stereo cameras in glass bowls m a 
zoo, and you have the meat or animal food 
coming out from underneath the camera 
so the viewer doesn't see it. The user puts 

on the Viset and looks up into the lion's 
mouth as he comes at them, or he is down 
in a snake pit. to me that's VR. 

It's a trivial autonomous control with a 
little servo platform with a camera on it. 
Admittedly, as quickly as possible so we 
don't have any lag characteristics - lag is 
the bed bug of VR systems - we spent a lot 
of time in the Expality system to eliminate 
lag as much as possible. 

Bl: As you're developing and 

experiencing the virtual world have 

you noticed any concrete effects on 
your staff or general testers relating 
to the real world? 

That's quite an interesting question. 
Everyone is quite concerned about 
potential psychological effects, since we're 

working with equipment which will 
necessarily horrify some and intrigue 
others. The alienation of people from their 
real world sense and indoctrinating them 

with generated senses or sensory feedback 
is classic sensory deprivation as tested by 
the CIA, the KGB and others.... 

I think it's quite interesting, we're very 



careful about the human factors and the 
refresh rates and things like that. You can 
have some problems with triggering 
epileptic fits and things like that We're 
very careful we don't go over those border 
lines, especially for extended use. We pay a 
lot of attention to human factors and we 
have a lot problems with it. Other 
companies who may not necessarily be 
working in VR have the same problems. I 
believe that companies involved with 
vehicle simulation have similar problems - 
we have found that, especially with the 
driving simulator that we had to stop all 

the software developers - the youngsters - 
going straight home afterwards. They're 
not supposed to be using the system within 
half an hour of going home because early 
on we discovered that everyone was going 
out with highs from the race and when 
they went home they would put their foot 
to the floor. I don't know if that's normal 
for simulation. 

People are very attracted to our little 
walk about in the forest; its a pathetically 
simple little forest with trees, with little 
crickets in the background. Its really crude 
- so crude you wouldn't believe. We call it 
our starter pack and we like to have 
people start off in it to just to get used to 
the idea and the hang of it and get relaxed 
with it before you get into something like 

VTOL that can really blow your mind 
because there's so much going on. It's a 
real action freaks type of game. In that 
context we find in particular, women and 
people of a more passive disposition love 
getting into the forest and relaxing. 

The big thing about the forest is when 
we put other people in there, we obviously 
can connect up more than one person - 
everything we do can always be connected 
up to more than one character. So, for 
instance, if you're flying and I'm flying, we 

can both fly together in the VR world. We 
did that in the stand up unit, so you see me 
as a robot and I see you as a robot. 
There's microphones built into Viset so 
you can talk to each other and it's quite 
uncanny when you're separated by 
distances. You have a really interesting 
communication medium. 

I have this goal at the moment with a 
VR environment where dad and his son or 
daughter can go to a simulation centre - 
and they link into, what we call. Game Net, 
an international network linking up 
countries. The same will happen in the UK 
and Florida and they'll be able to talk to 
each other and see each other as 

representations they choose before getting 
into the VR. They could be a robot or a 
monster and even design it beforehand. So 
we can do this right now and it's just a 
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question of the infra-structure. That's why 

we're linking this in with some pretty big 
people. Once there in they're the two 
Dads could go over to a virtual bench and 
have a chat, sit there talking together. But 
when your perception is projected into 
that environment you have the sensory 
depravation to convince people that the 
environment is real. You have the analogy 
of a walk in the park, but you have just 

transcended continents - which is actually 
quite powerful although it sounds quite 
simplistic. If you really can convince people 
that they're there — they don't believe 
anything else and they loose consciousness 
of their real environment - the filthy street 
in the middle of London or Tokyo... 

Bl: Or desolate industrial estate 
outside. 

Exactly, in reality they're in this 
beautiful wood with little birds singing in 
the background - they are talking to a 
mate who they never actually met while 
the kids are over in the simulation park 
dogfighting. 

Bl: The phone phreaks and 
hackers have been doing that for 20 
years. They build up mental images of 
people they know quite well, living on 

the other side of the world who they 
have never have met in the 'flesh*. 
Their entire mentality is different on 
how they see the world and how they 

interact with people. 

I think people have been doing that on 
short wave radio and then there was 
telephone, then computer networks and 
now we're adding more sensory 
information - we bring it to the 
mainstream public because now we have an 
environment that is natural, totally an 
environment that people want to get into - 
whether it's a golf course or a seaside 
setting which you can pre-select before 
getting into it with your friends. It's 
possibly a whole new medium of 
communication. 

Bl: Isn't it just an elaborate excuse 
to play? People can get into the VR 
world and tear loose, where they 
wouldn't in norm concrete 'reality*. 

Yeah, if you look at the destructive 
effect of television on society and on 
families, here we have an environment that 
is fundamentally about interaction and 
communication with each other, in a virtual 
representation of each other hence losing 
the normal social inhibitions with friends 
and new friends especially. In that context 
it could be a lot more positive than things 
that have gone before. 

Bl: Still the cost of 

communication between continents 
is quite high? 



It's all a question of markets, it has 
nothing to do with technology. If you had 
the market you could produce the 
technology to a fraction of the present cost 
and that's what will transpire. It will happen 
extremely rapidly because the 
entertainment capability of this new 
technology is well known to people who 
have been working in it but you make a 

leap when you have a finished system, 
when you have it all there and it all works 
and it all synchronises. The entertainment 
possibility of the product is then enormous 
and that's what will drive the market and 
that will drive the price down. There's no 
reason why the price doesn't come down 
so that everyone can access it at home or 
wherever they want and that will also drive 
the technology forward so that the entire 
thing becomes more convincing. 

If you saw the first black and white 
television signals when it first came out 
you'd would have probably thought, 'Jesus 
this is decades away.' You can get the act 
cleaned up pretty quick. 

Bl: Do you have definite plans for 
linking centres? 

We've just opened the second one 
which is in Birmingham, another is opening 
in Chicago then next month one in Tokyo. 
Linking them cogether is an economic 
problem, technically its very feasible. It has 
to do with wether you can get hold the 
economics and justification for an ISDN 
line between the two centres. In that 
respect its very much something were 
conscious of. that's going to happen when a 
major operator has 2/3 sites on. We're 
looking on progressing that in the future. 

Bl: This is an inevitable question, 
with virtual representations of 
people: how about VR sex? 

Oh god, here we go again: 
Teledildonics! I was asked this question the 
other week. I'm not going to say 'watch 
this space'. Our philosophy at W Industries 

is that we're primarily involved with VR 
applications and technology full stop. I'm 
not going to sit here and dismiss any 
application of this technology. We 
launched our force feedback glove at the 
end of March '90, so were going to have 
some fun with that. I get a lot of people 
writing into me with some awfull 

interesting ideas. 

Bl: Awful and interesting... 

Hen. Heh, Heh. I'm fairly liberal. You 
see I'm not going to sit here and say 'gosh 
horror', throw my hands up In the air and 
say 'we're going to make an orgasmatron', 
I'm merely going to say that you can't 
dismiss anything. Certainly the whole thing 

is about sensory manipulation and 
obviously that can extend to force. We all 



respond to nice words and kind thoughts 
and other sensations in a very human way 
and whether that's transmitted over a fibre 
optic line across continents or whether 
that's with somebody who's actually 
touching you who's next to you what's 
the difference? The difference is a bit of 
wiring, between the pressure, the force, 
the combination of words, the feeling and 

the environment. It's merely an extra- 
sensory augmentation, to sound and vision, 
the other sensor into the human body 
being the receptive system. So I'm going to 
keep it nice and external like that and say I 
don't think anybody should be 
commenting, let's get some stuff ..." (laugh) 
I nearly said have a look at it, but I'm not 
going to say that (deep chuckle). 

Some of my Japanese friends are 
absolutely intrigued with it and I'll leave it 
up to them, I guess. There are a lot more 

qualified people that have contacted us 

When your perception is projected 
into that environment you have the 
sensory depravation to convince 
people that the environment is real. 
You have the analogy of a walk in 
the park, but you have just 
transcended continents 



with a view to something in this area and I 

understand money is not an issue. 

Bl: Any weird people asking about 
other strange VR applications. 

Wc have a very interesting people 
approaching us with interesting topics. I 
make it a point of never dismissing 
anything, primarily because no one knows 
what will be successful. Case in point is 
one that we are taking quite seriously is an 
entertainment application to do with 
dancing. It will train you how to do the 
dance steps in VR, it's designed to run with 
our new system. You can actually do all the 
dance routines, get in there with Micheal 
and all the rest of it. 

Bl: I imagine his face would look 
better close up in VR with a low 
polygon count. 

Of course this would be texture 
mapped (placing photo's on 3-D objects in 
VR). Which means you have a higher 
quality of visual representation and that's 
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Battlesphere: The most sophisticated 
game that makes use of the VR 
environment liets the player battle 

in deep space in a Star Wars styled 
dogfight. Teams of playrs can play 
against each other or link to take 



on the roles of Pilot and Gunner in 



the same craft. While one of the 



favourite in-house games at W 
Industries Battlesphere remains 
unreleased because of its high level 



of disorientation due to lack of 



ground and totally free movement 

in 3-0 space 



all up and running. 

Bl: Do you envisage a time when 
the technology will be down to 
reasonable size? 

Yeah, less obtrusive. If you actually 
look at the essential requirements of VR. 
its sensing position of the body and 
providing a stereo visual image, and a audio 
image to the body. Obviously we'd like to 
rationalise that all to a good pair of Sony 
Walkman earphones and a pair of nice 
glasses in terms of providing a good visual 
frame around the eyes. It's purely down to 
technology and the technology is very very 
close now. just on the horizon. Things like 
holographic collimated lenses printed on 



substrates which 
provide high 
resolution graphic 
displays. Very much 
over the horizon, but 
the horizon being 
only a few years 
away. That's what 
we're building 
towards, this is the 
primitive but hardy 
equipment for people 
to get started on. 
Once they're have all 

there software 
ported onto the 
systems and have all the methods of man 
machine interfaces developed for 
communicating with software, then 
everything is downstream from there. It's 
just a problem of cable management and 
plugging a few tools in here and there. 

Bl: Do you have any plans for 
home based VR systems? 

Wc are developing a system. 
Bl: Two years down the line? 
Oh yes, several years away. It's easy to 
do the technology, it's difficult to get it into 
cost 

We're now working with chips that 
haven't been released yet that are 
absolutely awesome in comparison to what 
we had a year ago. In that context of 
processor hungry applications like VR are 
going to deliver. Its delivering which is 
important. There has been a lot of 
philosophy and hype about the potential of 
VR and aspirations have been raised in 
relation to films like Lawnmoreman which 
has fabulous stop motion computer 
graphics. 

Bl: That take 3 hours to render. 

Yeah, actually now we're seeing 
processor power coming through at price 
points which at least match a curve that 
will deliver that resolution in realtime 
within a reasonable time scale. The next 
generation will be hundreds, if not 
thousands, of times more powerful than 
what we had before. Nice thing is that for a 
small company like us. the technology is 
accessible. We don't need DEC, IBM or 
Silicon Graphics budgets to put this stuff 
together. Its quite cheap, quite 
straightforward and is software driven. 

Bl: How are you progressing in 
the setting up of VR Leisure centres? 

That's going very well The Legend 
Quest centre which was launched in 
February is doing well, we're at level five of 
the ten levels, 50 rooms your roaming 
around in. It must be the largest VR world 
ever built. 

Bl: Has anyone developed the VR 



user interface beyond the two finger 
pointing used by NASA. Is there a 
GOD interface yet? 

Not yet. I think its fair to say that the 
foundation is in existence here. We've 
been concentrating on getting the 
infrastructure developed. By Christmas 
we're going to be launching some new 
products, with a quality and fidelity that will 
really let us concentrate on developing the 
interface, dialog, metaphors and 
standardisation. Everyone is interested to 
see how that manifests itself. We've kept 
our noses down for the last year or so 
since Virtuality was finished, piled 
everything back into R&D to generate the 
necessary infrastructure to support a real 
interface. We use a lot of different 
metaphors in the entertainment 
experiences, but those are fundamentally 
based on the space joystick, since the 
throughput people in the triple military 
environment of the arcade world doesn't 
support a glove. 

Our new systems we're very excited 
about, more excited that before Virtuality 
was launched. 

Your looking at a higher resolution... 

Higher everything. 

Bl: Any competitors in the field of 
VR leisure applications, 

Not at the moment. Any potential 
competitors are asking us to help. 

We're really concentrating on system 
development, getting head mounted 
displays down to a few grams, getting 
computer power up to several hundred 
thousand of MIPS, instead of fifteen which 
is what they are at the moment. We're 
developing the next generation of VR 
systems; not variations on existing 
hardware, to open the pandora's box of 
applications which everyone alludes to but 
no one can deliver yet. 

What I think is going to be key in the 
near term is creativity, innovation and the 
ability to get product to market- What's 
changed in the computer market in the last 
couple of years, and that includes VR, is 
that you don't need megabucks to 
accomplish that. There's no real proven 
market in VR to substantiate heavy 
investment m some sort of esoteric 
application in VR. That's a major problem 
for large computer companies at the 
moment. 

Bl: So your still safe. 

I don't see it as safe. We're really 

looking forward to some serious 
competition. At the moment our products 
are embryonic, Everyone says that 'such 
and such is a load of rubbish' and we like 
that. Criticism is fantastic. Because we say 
'What are you comparing it with?' They're 
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isn't anything to compare it with currently. 
I'm sure there will be. 

Bl: One thing that doesn't get 
addressed is the psychology of VR 
because there is certain psychological 
factors involved with VR. 

Coming from a formal research 
background I get a bit perturbed about 
people who say they're doing research on 
VR. and when you go to look at the data, 
the cable and the normal measures you'd 
expect to see in a proper research product 
and theres nothing there. It's all 
observational research. So to the extent 
that everyone else is doing research in VR, 
I guess we are. but I would only classify it 
as observational research. We have people 
working on looking at certian parameters, 
isolating those parameters and testing them 
for effect. For example, the issue of the 
limitation in quotes people say are imposed 
in respect to active resolution. That's the 
biggest load of baloney you'd ever heard. 
Because in fact VR has the highest 
resolution of any media. 

Bl: But you have to move your 
head. 

Exactly. The point is your perception 
of the world that your immersed within is 
a perception of the whole world around 
you. Not just looking at a single screen. I 
think the reason why people haven't 
understood this and why its been difficult 
to get this idea over is that so few people 
have access to VR. Yet so many people 
comment on it. And when you ask them 
how many times they've been in the 
system they probably say about three 
times in their life. You have to spend time 
in it. like several hours in it- Even what 
you'd assume to be educated 
commentators don't spend enough time. 
Again we come back to this fidelity issue. 
The systems are very embryonic at the 
moment, but very soon they're going to 
be. I believe, good enough for certain 
applications which people allude to. 

To that extent the research that we do 
in these areas, the psychology in terms of 
the complex understanding of parameters 
can be measured, how we can increase or 
move across the limited power of the 
computing system relatively to what 
particular area to gain benifit of that 
perception. That's the issues we're 
interested in. Do we build more complex 

world, more interactive systems, what is 
the threshold of unreal VR. 

Bl: You seem to have an evolution 
of games, with the simple walk into 
the woods to VTOL and the most 
complex which is Battlesphere where 
you have no ground and no up. 

We have some fairly radical new ones. 



We did an Escher model the other day. 
which is so weird; if you had total 
immersion. I guarantee that you'd floor 
people because you can really play on their 
perspective and really play on the visual 
cues to the extent that you induce total 
disorientation. That is a very powerful 
construe: to actually look at within the 
realm of immersing people in artificial 
realities. I think we'll do a lot more work 
on that, we're certainly never going to 
unleash it. But, it's just a pointer that 
alludes to the possibilities of modeling 
dimensions other than our world. In that 
case it's a play on the fourth dimension. A 
dimension that we don't perceive within 
context of the models that we build up 
from birth in real life. VR hold the promise 
that we can transend that and explore 
different ways of displaying and modelling 
information and different ways of playing 
within those hyperspaces. Obviously this 
medium is the only medium that can truely 
represent that 

Bl: Battlesphere isn't available 
anywhere in the market. 

It's quite disorientating. 

Bl: That's obviously why its not in 
the arcades. People are barely getting 
used to looking around. 

Exactly. We have a major problem with 
that. While we're three years ahead of 
everyone else and think its a great game. 
The issue of disorientation is big issue. I 
think the reaction from the operators are 
'Hey. wait a minute this is a sexy game, you 
can sit next to your co-pilot and blast the 
hell out of people moving around this 
intergalactic game' But really what people 
want to do since its the first time they've 
seen this thing is to get in it move around, 
look up, right and left. They want to learn 
how to move around and that's enough. 
And to a certain extent we've reigned back 
a little bit to provide people with enjoyable 
experiences which can to extent of its 
small installed based - introduce people to 
VR. What we have to do then is move 
onto the more detailed, mores 
sophisticated, more intellectually 
challenging games. They will be games 
because I'm a great believer in challenging 
and furthering the concepts through 
enjoyable use. I think that's a great analogy, 
a great metaphor to use. I do not want to 
produce VR hypersafe Escher experiences 
stuffed in some research lab that are well 
reported on, but no one can have access 
to. I'm a great believer in thinking this is a 
load of rubbish until you see what the 
public reaction to it is. You should 
challenge frontiers but measure your 
challenge by measuring the publics 
reaction. 



We're launching two new experiences 
in October - second generation 
experiences that we've learned everything 
that's bad. everything that's immature, 
everything that's not relevant in our first 

experience. We've spent six months 
working on these two new ones to 
substantially improve the software content, 
ease of use and the intelligent adaptability 
of the system and software to peoples use. 
In Dogfight you have a navigator behind 
you who's VR and when you look around it 
talks to you. We're authoring our CD's 
now and we have massive amounts of 
statements and comments and everything 
else. Obviously the experience monitors 
your performance and the guy gives you 
more or less help as depending on your 
performance. The main thing is that there's 
someone in the plane with you, when your 
trundling down the runway it says 'now 
ease it forward, pull back, a little bit more, 
now come on..' Theirs someone helping 
you. a buddy if you like. Its just weird, you 
turn around and you see this guy and his 
lips move. Its very crude but its the first 
step. You can also see your mate next to 
you in his airplane and he can talk to you 
but that's across the mic. It's a totally 
networkable system. 

Bl: I did some testing with a 
program called Eliza, where I sat 
people down to to talk to this BASIC 
program modeled after a 
psychologist. I explained to them 
before hand that the program was 
only 50 lines long and had a very 
limited fixed responses. The weird 
thing is within two lines to typing to 
this program people had poured out 
the deepest darkest secrets from the 
depths of their soul to this 
machine... 

It works and it's powerful. I think the 
reason is I that we think that we're more 
intelligent than we chink we are. The reality 
is that if you can represent in some way a 
comfortable environment where the 
dialogue between you and the machine 
exists it is interactive. Then actually people 
are quite prepared as animate species to 

cohabit, coexist and converse with a 
machine. I guess our little navigator is a 
manifestation of that autonoma that can 
support that dialogue within context of 
your threshold of believing the 
environment around you. It quite logical 
that this blocky character is actually real 
since your entire environment is reduced 
to that level, interaction, the whole 
sponianeity of everything happening in that 
environment is real. That's more powerful 
than visual quality. ■ 
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■i" dnuwed MHN of Barry 
Manalow's Greatist Hit* 



More tagging 

Cornpu^ers aren't the ony 
valuable things being tagged 

these days For a moderate sum 
h the US. along with an annual 
n?gr«rat>on charge you can have 

your pet implanted with i 
rrwerochip the we of a gran of 
nee with a dedicated uwial 
number 

When your favourite 
animal is lost it can be identified 
quKWy by vetemdnans and 
police viho wl be equipped 
with a socoal electronic gun that 
can read the scnal number 
when amed at an urxlatned 
pel This can be arranged by 
dialling I 800 INFO PET m the 
US A srralar system is being 
implemented bv the RSPCA in 
the United Kingdom. 

The devefopers ol the 
system, [01 ktenti Corp of 
Boulder ColoVado. say tiat 
tlrey'ie currenty using inert* 
sophisticated versions for 
dplomats and rnportant 
buvneivnan travelling aLroad to 
hostie tountnes. 

Other uses of electronic 
u^gng nclude 'denning farm 
animals when they come m ior 
feedrrg and heptng prevent the 
lodnapptng of babies from St 

Ihomass Hospital 

Bntish Coal has disc set up 
a swiwlar system at a test vto. 

Lea Hall The system logs 
rntners" movement on a 
computer as thpy pass hy 
electronic readers m various 

CONTINUED ON »AG£ S9 COL l 



Virus Creator in Extradition Order 

Richard Brandov. former Publisher of MacMag is currently bemg pursued Dy 
King County Seatle. DA for the creation of the MacMag ^eace virus in i 987 
on behalf of Aldus Corp creators of Page Maker and Freehand. 
In the orecedent setting case. Richard Brandow could face up to ten years for 
the propagation of the virus if the extradition orders are accepted by the 
Canadan government 

The benign MacMag peace virus was originally released to an 
unsuspecting Macintosh community byway of a new products HyperCard 
stack uploaded to Compuserve. H then when onto infect a quarter of a 
million Macs world-wide. The virus also managed to get on to a development 
system at Aldus resulting in it being shipped with shrinked wrapped packages 
of Freehand, further infecting customers computers. 

The actual virus was designed 
to pop up on the first anniversary 
of the introduction of the 
Macintosh SE. Once it had 
displayed the message of universal 
peace from the publisher and the 
entire staff of MacMag, the virus 
deleted itself. 

After the virus had been 
heavily tested, it was left on one 
Mac at the magazine's office to see 

how far it would bptead before il would lugger off automatically, 

Reaction to the infestation vaned m the extreme. Some saw it as a great laugh 

while others Macintosh owners compared it to bemg raped 



The Rainbow Warrior 

A Dutch company s now seifcng Drf yss 
of the much sought after rainbow box. a 
dialing key-pad wh*eh can generate all the 
tones used by the telephone companies 
to route and control calls. 

The $200 US kit when assembled 
wt geneiate the stands' d DTMF tones as 
well as the tones found on blue boxes, 
red boxes. R3. C4. and CS. The 
keypad is password protected and 
includes features like number scanning, 
tone sweeps and tone step, gjanj tones 
and adjustable immgs for precise 
operations on COCO TV 

Whle the kit s strait forward to 
build, no instruction manuals are offered 
on how you actually use the box m the 
fied. For more -nfcrrnaton write to 
Hack-Tic TechrrOogiei P.O Box 229S3. 
I 100 DL Amsterdam, The Netiterla-Kjs 



Stolen Computers 




Fax Tappers 



I he US Air force is investing $30,000 m fax tappers, each of which is capable 
of monitonng four phone lines for "commumcations security violations' . Every 
time a fax is sent on one of the lies, a copy is also sent to a laptop computer, 
f orty of the machines have been orderd so far. fcach of them is also capable 
of monitonng and storing modem communications. Black Ice estimates that a 
similar jury ngged system could be made for about £25.00 excluding the cost 
of the computer and modem hardware from parts available from Tandy, 



Ml 5 Records 



burring to a recent Guardian amoV. MIS 
has more Wan a million records or individuals 

it ramifcn subfervrvt * a potennil Area! to 
national sftunrr. This would mean that oof 
penon silling on erry kill double dedtr but 

ii Ofcmed by HI 5 to be a thrtat 
This nmtotio* Cftnoies. with 
mfomuoon that 16 no longer destroy-, its 

rwcrtft. Mi's retention of files is being 
(ontested at the European Coin »f Human 
Rights w behaV of Harriet Harnun, Labour's 

heath ipokeswcman. and Patricia Hewitt Neil 
linnok's former prtu secretary, now depulr 
ntator of th* rnsKute (or PuMk fohry 
Research. WS Nes are kepi in (he registry at 
its Cunon -fouse building m centra Irjndon. 



A new security device couk mean an end to the rypt of employees who steal office computrr syirctiu 
or simply conveniently target lo return them. 

White collar crime his cist the insurance industry nor* than £2 million a day m the first sin 
months of the year. The radio-controlled etectronic stealth tag is designed to set off a central alarm 
when the cwnpuien are removed Irom [he building. 



Big Brother 

Tnc TO has e-svesso: v merest m 
'modetr^i^' the Amencan d^al 
("one system Dy making rrrx?te 

surveillance a buirt-m 'eature Athoufir- 
they cimentiy insist that rt'i rnpo>s&*>le 
for tKem to intircept cals on drgitai 
systems this is *t*owt to be untrue all 
it teqi iires E| differ fit eep »o~«er< H the 
FBI is successAji in :orr«incing U5 
legislators that winjtaping feature* are 
nece«ary on ne* tplephorne exchange* 
s*tc*-' there's a ditTrculty rr demg n on 
tne current systems, then mandate^ 

SMMHnOI fejturvs sjwoiid be 
It the US fcr ad c«h»ogc» Penalty 
tor non compliance wfl be sever 
In the past tc eet a wit tap 

opcratjng was an arduou; process 

V^rth new technoloj, speofcaii/ 
designed mto tne phone syPem tlse 
process car be ac(ompluhed wth a 
coup*e or keystroke eauerthan 
getbr^ <rvo\ information While the 
same Law*, vvill emi for the prrvednnr' 
of getting a w^raiit etc. trie Wvt 
smplKity o' the action wll leave it 
to arms* With (984 crvrvr and gone 
its proposal* l*e this wheh 
become entrenched r Uw before the 
rxrbk is aware thjt they even exited 
and virtually impossible to get th«m 
repealed 



Whistle-Blower 
BBS 

An electronic Bulletion 
Board System (BBS) has 
been established by U.S. 
Representative Robert 
Wise, D-W.Va. for US 
citizens to report on 
government waste or 
fraud. Called the 

Whistle-blower Bulletin 
Board, Wise's office say 
the service is totally 
confidential. 

It can be reached on 
202-225-5527. 
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parti oi the mine. The electronic 
tdg noes on the ie*met light's 
battery pack so the miner will 
never be wrvxxit it This system 

tS designed to facilitate rescue by 

hxatmg the acodeni victims m 
case of an accident Plans are 
underway lo expand it lo othc 
coHiencs and mming managers 
are currently vtsrjng the test srte 
to see the system m operation 
Closer to home, you can 
keep trad* c/ your k<fe by 
mstaii ng BeeperKKt a child 
rrwrtor/bcatng system based 
on radio frequency technotogy. 
which sounds an alarm when a 
cnttd strays further than 30 feet 
To help fnd the child, the parent 
activates the alarm on the Chita's 
dev<c. Pncc US $99 rcludrng 

rKna 'S ,n g sana ^ r ° m AAH 
inten-auonal 737 Bishop Si Surtc 
2400,Hcr>oliiuHlUSA968ll 
A similar more poTnancnt 
systen fcr electro** tag^nsj <s 
currently oeng used on ow-rtsfc 
convicts who have the clew e 
beted to thor anWc for thcr 
parote. The tamper-proof Wack 
box b connectec to a central 
rronrtonng system by radio 

The Future? 

With Jntiih Ttleconn possible plans 
to gw out tftVphflM numlwrs at 
birth, the increasing problems with 
tWt and duplication o* crtdit ind 
debit cardi, ard lit hieghitnd 
paranoia of rhiW ahrnf. it't nai 
impowbk to (onctrve of a on* when 
people, or evn an entire generanon 
art implanted with a microchip which 
wiuld contain vanoui rypei of 
information. Think of the convenience 
- the ads wil say 'yoall neve' leave 
hwne without it'. Impessible t« Heal'. 

Yin find misting ipouiei, loit 
diildrrn and jtaentce pirenu'. Black 
la will be covering these issues tn 
more depth in subsequent issues. 

Euro-Hacker Convention 

Tfce 9th annual Choas Computer Club 
(wnmu matron Congress wfl be held 
fnm !7th (o the 19th December ia 
outskirts of Hamburg. 

Subsets include computer and 
data networks, satellites, blue boxes, 
radio data commi and copyright Th* 
(invention attracts hatkers from 
across Europe for a three day 24hr 
irforrr.atiofi binge. 



US Military Holes 



During summer "9 1 . the US military computer systems o the United States were 
accessed by Dutch hackers. One of these intrusions was captured on videotape by 
2600 Magazne and potions of it were shown by the infamous hack |OumaJist (of 
another sort) Heraldo Hvena on a nation wide tabloid news programme. 

According to 2600 Magazine, the reason for filming the entry was to show how 

damned easy it was. Great care was taken 



to ensure that no damage or alteration 
occured to the system m question. No 
military secrets were taken and no data 
was saved to d sk. However, die 
videotape clearly shows how 

incompetently the computer system was being managed: access was gamed 
by us>ng a very old bug which has been fisted « most computer systems. 

Unfortuna-.ely hackers who bnng these glaring holes to the media's 
attention are the ones blamed for the problem itself blaming the 
messenger for the message In order to counteract the distortec editing and 
the otrtnght slander hi Healdo s piece. 2600 s selling the uncut video In its 
entirety for US $ 10 plus $5 postage to the UK. Further details of the filming 
can be found m the Autumn 9 1 issue: 2600 Subscnpticn Dept. P.O. Box 
752. Micdle Island. NY 1 1953-0752. Tel: (516) 751-2600. 



Decoder Chip 

For only US S 1 295, you can now get an 
FSNVMIN reader If you* re confused a* 
to why you would ever want one. ESN 
stands for Electronic Serial Number and 
MIM is Mobile ID Nurrfcer Both of 
the&e are continuously transmitted by a 
cellular phone. Once this information is 
received it can be programmed into a 
PROM chip and used in another cellular 

phone and billed to the original phore. 
Curtii Electro Devices for Mountain 
View, California currently offers this 
device which undoubtedly is causing 
some controversy 

Bank Card Fraud 



A recent flurry of revelations by fraudsters is making banks realise that 
their credit cards and debit systems are not totally secure. 

A man convicted of credit card fraud has told New Scientist 
magazine how to make working cards in seconds, using published 
information and an off-the-shelf machine costing less than £1000. 

Customers complain every year to banks that their money has 
been drawn at cash machines without their knowledge. Andrew Stone, 
serving a prison sentence for using forged credit cards in shops, says 
the only information needed to make a fake card is the number 
embossed on a valid card. His testimony, and the demonstration that 
forged cards can foil cash dispensers, will undermine the banks' defence 
in an impending court action by victims of 'phantom with-drawls*. 



Hacking Figures 

Less than 2% of harm to 
corporate computer 
networks is by hackers, 
according to Robert M 
Groll of Mircoframe. 
Sixty -five percent is 
caused by accident 

IV% by disgruntled 
employees and the 

remaining percentage by 
acts of God 




NASA Hacks 

A hacker who pleaded 
guilty to breaking into 
NASA computer systems 
has been ordered to 
undergo mental health 
treatment and not to use 
a computer without 
permission from a 
probation offker for three 
years Prosecutors said 
took the hacker four 
years to get into the 

system, rt must have been 
frustrating for the people 

to 




Data in the USSR Big Brother in Germany 




Modems in Moscow now have to 
be registered. Starting in April, the 
Commercial 5ervce of Moscow 
City Telephone Network started 
searching for unregistered modems. 
According to officials, approximately 
1 00.000 modems are currently in 
use m Moscow. A general database 
is bemg compiled on modem 
owners. 

Officials believe that companies 
running phone-based 
communication networks and 
companies that manufacture and 
seJI modems will help detect the 
'illegal' modems. Authonties are 
requesting that these companies 
submit their list of users. According 

to sources, the violators won't be 
fined, but will be urged to sign a 
contract 



Christian Democrats in Germany continue to press for a 
huge increase in police powers, one that would allow 
cops to put bugs and video cameras in homes ana, in 
some cases, adopt criminal tactics. They claim this is 

needed to counter organised crime and left-wing 
terrorist groups. According to Interior Minister, 
Wolfgang Schauble, "In the long term we will not be 
able to avoid using technical methods in people's homes 
if we want to combat organised crime.* 



White House Computer 



The United States Government is claiming that notes kept on the White House 
computer system are not records, but merely private conversations In shades of 
Watergate, this claim would allow trie government to delete these notes 
forever. But researchers are saying that these notes compose 'real and 
urKensorecf history as opposed to the official archives, when are lite Disneyland 
<n comparison. In January 1 989. the National Security Archive, a private group 
itiat collects declassified docunents. went to court io prevent the White House 
computer system from being purged. In 1 986. much of the evidence in the 
Iran/Contra hearing came from messages in the very same system. 



I a i! u a r > 1 !!!» 3 • b\»tl |rr 




Hacker: The Computer Crime Card Game 



Hacker T-Shirts 

With the Ian of the wild rebels 
being rapidly incorporated into 
mainstream h&htem. the still 
menacing tucker has yet to bt 

picked upon is a source of chic 
neSoin 

lather than wait (or Jean Paul 
Ga-.tte r or Vman Wtih-ood to 
dttgn appropriate gear for them, 
two groupi o! nacken have come 
out with then own ;-shirts. 

2600 The Qsaricrly Journal 

of i he American Hacker's new t-shin 

incorpcram the pb« lor rhe 
infamous 'blue box' on the front 
«nth magazimi raaithead. On the 
baa ii a moitage of sensationalist 
headline clippng* (rem around the 
world. 

The now defunct Legion of 
Doom have opted for the Koch Tour 
style with a list of Internet computer 
tysierm they ham broken wo Imrd 
on rhe back. 

legion of Doom Internet Tour 
T-Skirt USX Is. atm thm Goggarc. 
SiOQ * Braeswood #4, ki te 181. 
Hoiatofl. lexai USA 77096 

KM T-Shiru US$1 S or two for 
S26. P 0 Boi 752. Middle Island. MY 
II9S3-0752. 



I watched with envy as Emmanuel Goldstein gamed 
access TO Norad. If anyone was going to stop 

Emmanuel 't would have to be me, the Net NWa. 

I kept a close eye on hm as he hopped over to the 
Pentagon on the MilNet He was trying to brute- 
hack his way in, using every tno he nad He 
needed those tncks, too. because the ICE on that 
system was numbing. kit I hid a few Incks of my 
own. I walthed arxJ waled while Emmanuel 
penetrated one of the most powerful systems on 
the net. Then I raided tie bastard-. 

Hacker: The Computer Crime Card Game is 
Steve Jaduon's latest gamng foray into the 
hactong/phreatang world. As the introduction 
expbns, the game was conceived after the Secret 
Service wrongfulry raided his company n 1990 
Jackson's response was a logical one. sue the Sexret Service aiwj make 
a game about it Hacker, then r> Jackson's way of letting the Secret 
Service know now much he appreciated having hi? civil rignts vtolated. 

Hacker has all the elements of its namesake: playen can hack, 
phreak. upgrade their computer equipment, crash Systems, use secret 
indials, use back doors, travel on vancus networks, trade or coerce 
favours, nark on fnencs. raid or get raded (and possoly busted). The 
goal of the game is to be the first hacker to gain twek/e or more active 
accounts. This numper will vary depending on how long you wish to 
play Wrth five or so players, a typical game can last all night 

Those who are familiar with the IHuminali game from Steve 
Jackson will have no problem, adapting to the look and fee 1 of the 
game The act on takes place on an array of cards that together, 

constitute ine computer network. Each card represents an individual 
computer system complete with its own secunty and ICE levels, as 
well as netvvorking information. Before the game begins these 
'System' cards are deaft randomly to the players, who ther proceed to 
link the cards together by laying them down on a fat surface next to 
each other. Players may arrange the cards m any way they see ft 
although some rules exist to regulate this initial setting-up process 
Some cards wll only link in ore direction, whle other cards are mutti- 
Imkabte. Throughout the game. Uie playing area, or net expands as 
more System cards are added. The aovantage to using this llluminati- 
style board is that no two games are ever the same. Ihe playing area is 
always changing. The only disadvantage to this is that the game will 
require a large, flat playing surface, so playing on a ferns wheel is out 
of the question. 

A typical turn begins by drawing a random special card. These 
cards are always beneficial to the player who draws them. They can 
be offensive, defensive, or just plain helpful. The 'Secret Service Rad' 
card, for example, is p ayed on an opponent: 'Lose all your 
equ pment'. 'Roll 7 or better to avoid a bust'. Some cards counteract 



the effects of other cards. The Dummy Equipment 
card, for instance, might be used after a raid: The 
investigators took your TV and your old Snclair 
ZX8I. but they overlooked the real stuff. Mo 
evidence, no bust and you keep your system.... 
Other cards will give you much needed bonuses, 
such as extra hacks or additions lo your dee rolls. 
The Caffeine and Pizza card, oerfect f or that manic 
burst of erergy. will give you one extra hack, while 
the Social Engineenng or Trashing card gives 
bonuses to your dee rolls. In addition, some cards 
are used only once, white others can be reused 
All m all, the special cards are a nice touch and 
add character to the game. 

Hacking is naturally the main par for the 
course. Skid is required In choosing the nght system 
and ir acquinng the bonuses necessary in order to 
beat the system's secunty level A player must 
begin by hacking one of the indials. wnich are 
entrances to the various other systems on the net 

When hacking, a Player must atso avoid any 
ICE that may be presenl on the system. fCL short 
for Intrusion Countermeasure Electronics, 
obviously doesn't exist yet. but lackson couldn't 
resst the Gibsonian concept which is so ingrained 
n hackers 'hat it might as well exist anyway. 
Avoiding ICE is a matter of rolling higher tnan a 
system's ICE level A player who is ICEd will 
expenence discorrtfort as he or she loses accounts 
on vanous systems. Ir some cases, hitting ICE also 
results m a raid. 

The next phase of a player's turn is phreaking 
(hackng the telephone system). This option allows 
lellow hackers a chance to gar access to a system 
that is already compromised by the player. 
Phreatung is a good faith option, designed to allow 
players to work togetner toward their mutual goal 
of system conquest Howe/er, phreaking aso has 
its risks, as it is still possible to hit ICE. Phreakjng 
also fins up systems with hackers The disadvantage 
To having too many hackers on a system is that n 
automatically inmates house Ceaning. 

Hacker manages to capture the spmt of 
hacking in a cardboard box. True to its name, the 
ma n goal is not to invade privacy increase one's 
wealth, or cause anarchy. Rather, tne goat Es 
merely to gain access, to explore, and to have fun 
wh le dang so D«vii'i Aavocate 




Religiously Anti-Computers 

fired of countless advertisements vouching for the power and speed of the latest box! Those people who don't 
think that computers are the most beautiful thing* in the world should pick up some tacky doom and gloom 
religious posters from their local group of wide eyed lanatics. 

Originally given out by a religious wet whose children have been forbidden by their ministers to Attend 
computer classes, the best is pictured right. Two smaller illustrations below the main one show a doctor 
pointing an x-ray machine at a victim's head in some form of brainwashing. The second has a scantily clad 
woman having her palm read by a computer manned by two fascist generals. The computer display reads 666 
on her palm. With dated religious doom and gloom teit on the back (the end of the world in the late '80s has 
been crossed out), you can get these tacky posters and a variety ol others from wandering groups of nutters 
on most hif h streets for about 20 pence each or write, it you dare, to: BM Box 8440. London WC I N 3XX. 
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SPACE: THE FINAL RIP-OFF 





CREW.IHI5MI55ION 15 IMPORTANT 
TOME YOU S6 SAW K AND I WfU.EUH 
LET'S JUST SAY WE SHARED A 
ytCiAl MOMtNl TOOt 1HW. C*» 





> 




SPOCK MAY HAVE 
DEFECTED 



ff'SNOT THI OMIT 

thing thai 5 MBOO 




IT Will NEVE B KAWN< 
tMlSfS AN INTf llfCTUAt PtOGfl AM 



AGUV CAN t if am 

Can 1 hf i 
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I KNEW It WAS A UlSTAftf 
IO WflACf HIS Off FKIIV! 
COMK>NtNISW1TM 
IAM>V PABT*. 




ft 





CAPTAIN S LOG, 
STAR DATE 2609.4, 
OUR MISSION: 
TOIOCATE 
FEDERATION 
AM&ASSADOR 
SPOCK 



W1tHfcAM$W[ fOU 
MTMHDtRAIIQN. 





ft JUST HAVE TO UNO HIMMYSflf 

COME On. LfT'SGOiN "(it 









NO SIU V v I VI IEtN IfVlNGMttl 
All 1 " IMt WMH JIM 
WITH fcAAf Sltfct HIM IN TH* FEDERATION 
I'DU CRAZY TO DUECT* 




KIM 



Curses* 
rroiled „ 

AGAIN ! 




Why I Hate 
Saturn 

A thoughtful and 
deep 'graphic novel' 
about male-female 
relationships, love, 
life and work with 

biting truths and dark 
wit. Anne is our 
heroine who has to 
deal with writer's 
block while scribing 
for a 'style' magazine 
for the truly hip, a 

sister who's coping 
with reality by 
declaring she's the 

Queen of the Leather 
Astro Girls of Saturn 
and trying to get a 
serious relationship 

going in NYC. 
Cost: M.95 

Publisher: P Iran a Prp« 
Found at: 
Forbidden Planet 




THE 

CONTRACT! 




Chick Comics 

These are the 
strangest illustrated 
religious tracts to be 
had Professionally 
drawn and measuring 
5x3 inches Wide 
these comics are 
blatantly Anti- 
Catholic and anti any 
form of organised 
religion. Totalling 80 
tracts so far. there 
are special ones for 
Gays. Evolution. 

Witchcraft, Sluts, 
Rock Bands. Roll 
Playing Games* 
Hallowe'en and 
Mormons. 



Collectab'p tn their 
own right I can't wait 
for the animated 

series. 

CtHt 10 pence each- 
7.99 (or BO 

Publrshrr: Chick Press 
Found at: Pentold Book 
& Bible Hou*f. 0*on 




Skin Two #4 

The Skin Two videos 
keep on getting 
slicker with each 
release. Vol ttA 
Includes the wild 
goings-on at the 
Europcrve party at 
the Amsterdam Zoo. 

interview with Bcb 

Carlos Clarke the 
fetish photographer 
who brought dark 
images to coffee 
tables, a glimpse into 
the world of lesbian 
S/M with 

photographer Delia 
Grace, a look at 
tattooing and lessons 
in corseting by the 
demanding studio 
presenter lash. Get a 
peck into the fetish & 
S/M closet it's net 
that dark in there 

Cost £16.99 
Publisher: tLW.P, 

Found at: SUin Two 



Ten 8 - Digital 
Dialogues 

At long last someone 
has finally stepped 
into the deep and 



murky waters of the 
politics of image 
manipulat or Digital 
Dialogues covers a 
broad spectrum of 
issues from the Gulf 
War as a videogame 
to altering history. It 
also includes 
hardware overview, 
fiction by William 
Gibson ard a 
thorough survey of 
artists using this 
technology to 
manipulate human 
perception. Buy it 
now before rt*s 
edited out of 
existence. 

Cost £9 99 
Publrther: Ten 8 Ltd. 
Found afc Photographer* 

Gallery Bookshop 



tHe friNgEs 

of reason 



mil 
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i- n-p; 

111 IIHl'l 



Fringes of 
Reason 

From the people who 
brought you the 
Whole Farth Catalog 

comes the definitive 
guide to the creme 

do la crcme of 

weirdos, new age 
saps and eccentric 
scientists. Fringes of 

Reason contains 
easily digested 
sections entitled; The 
New & Improved 

Age. Inner Frontiers, 
Everything You Know 
is Wrong!. Weird 

Science, Not of this 
Earth and What is 
Reality? The articles 
are from such 
notables as Doctor 
Charles Tart, John 
Keel. Robert Anton 
Wilson and the 
ubiquitous Rev. Ivan 
Stang Need I say 
more.... 
CoiL ts.so 



Piihliihor- Harmony 
Bookti New York 
Found at: Discount book 
store i 
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WILLIAM 

POTTHDSTOIE 

Big Secrets 

Have you ever 
wondered what goes 
into a can of Coke, 
how playing cards are 
marked or how to 
cheat at the 
Rorschach test? If 
you nave, this is the 
book for you. All 
secrets arc revealed, 
ranging from how bar 
codes work to the 
actual contents of 
famous perfumes to a 
step by step guide to 
crashing the Free 
Masons. The Home 
Cooking section 
addresses such 
unanswered 
questions as what are 
the 1 1 herbs and 

spices in Kentucky 

Fried Chicken (since 
when is MSG a 

spice?)- Open your 

eyes and smell the 
coffee. There is a tot 
being kepi from the 

publ c and this i step 
in the right direction 
The sequel is called 
appropriately enough 

Bigger Secrets. 
Com S6.95 
Publisher Quill 
Found ai: Special order 

Curses Broiled 
Again 

Have you heard what 
happened to Fred's 
sister Lucy's friend. 
She was visiting her 
friend's aunt and 
went to sit down in 
the easy chair when 
she heard a mind- 




boggling crunch. 

Jumping up 

immediately she 
discovered that she 

had sat on and 
crushed a delicate 
chihuaha to death. 
She fled and never 
returned. Curses! 
Broiled Again! is a 
hillarous collection of 
the morbid stones 
known as urban 

legends The author, 
an expert on the 
subject, fills 335 
pages of such lovely 
gems. He gives rhe 
history, the variations 
and details his quest 
to verify some of 

these morsels from 

suburbia. 

Costa So .? 5 

Publisher: W W Norton 

& Company 

Found ac Special order 
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Technoculture 

Tired of ucopian 
views of computers 
and technology? 

Bored with Orweltlan 
paranoia about the 
coming age? The 
authors of Techno 
Culture sample (via 
expert contributors 
in their field) a wide 

range of subjects: 
high-tech office 
workers. Japanese 
tech no porn 
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producers. AIDS 

activism hackers and 
Star Trek fans. Each 
subjects gives an 
interesting view on 
society and its 
components. Get it In 
a complete volume 

or wait for it to be 
cannibalised by the 
Sunday papers* 
colour supplements. 
Cost; il 595 
Publisher Uruvtr^ity of 

Minn«oC4 Pre« 
Found at Compendium 



fTO TELLERS 

% ihcI , Jrick 



Pen & Tellers 
Cruel Tricks for 
Dear Friends 

If you're unaware of 
the magic Pen & 
Teller, who dress in 

grey suits, let the 
public in on their 
magic tricks and take 
every opportunity on 
British Television to 
hurl abuse at Paul 
Daniels, then you're 
in for a treat. Pen & 
Teller brings magic 
screaming and kicking 
into the 90's with 
macabre overtones 
and insane antics. 
Their first book (also 
a video) lets you into 

the secrets of their 
tricks and provides 
back scene glimpses 

of such memorable 

scams as materialising 
500 I ve cockroaches 
on David Lettennan. 
As well as coming 
packaged with 
goodies and tricks, 
the book itself is 

gimmicked. allowing 
the owner to use it in 
several tricks to 

embarrass his friends. 
Co«:$22.S0 
PublUhen Villa/d Book* 
Found at: Spreial ordir 



An eclectic 
sampling of 
new and 
old books, 
videos and 
magazines 
that we 
enjoyed at 
Black Ice 
and thought 
you'd like 
to know 
about. 




Raw Vision 

Contrary to popular 

belief, interesting and 
expressive an is not 
the sole domain of 
high-brow art 
galleries, largo 

museums, rich 
patrons and students 
at Central St Martins 
College of Art 
Fascinating, 
innovative and 
personal perspectives 
can be found in Raw 
Vision — International 
Journal of Intuitive & 
Visionary Art. a bi- 
annual magazine that 

looks off the beaten 

track at artists who 
are working for the 
sake of 

communication 
rather than big bucks. 
Cojl is.oo mm 
P ml -h. - Raw Vision Ltd. 

Pound at ICA bookstore 




Japanese Kiddie 
Book 

This is one of the 
weirdest and coolest 
tilings that has come 
into Black Ice's office. 
The colourful 
monthly 10x8 book is 
centred around the 
fad for Japanese live 
action super heroes 
battling deranged 

rubber monsters - 
including the cult 
Ultraman - and is 
aimed at kids under 



ten. However it's not 
just a book full of 
garish graphics and 
robotic defenders |if 

that wasn't enough), 

but comes jammed 
packed full of cards, 
stickers and DIY 
cardboard toys. One 

issue included a full 

deck of playing cards 
with pictures of 
superheroes, an 
inflatable airship, 
stickers, a complete 
game with superhero 
money. A separate 
issue came with a 

DIY pm-ba l machine 

- top chat Beano. 

Cost: 14.00 (430 Yen) 
Found at: Japan Centres 

ft ■ ~MI 




TOWABD AH fXFlANATION 
OF THE UNKPIAINABU 



Space Time and 

Beyond 

Quantum mechanics 
is a hard thing to got 
your head around. 
Space Time and 
Beyond does the 
obvious thing by 
printing all the 
abstract concepts as 
full page cartoons. It's 

a really good primer 
on the subject but it 
still took three reads 
before the ideas 
started to sink in. 
While the 
explanations and 
drawings are very 
broad, the book is 
only meant as an 
introduction to 

quantum mechanics, 

more information can 
be found at the back 
in the scientific 
commentary. 

Coit; 14.50 
Publisher Bant jm 
Found .ii. Compendium 
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Holographic 
Universe 

In quantum 
mechanics the 
holographic universe 
is one of the fringe 
theories of how the 
universe is made up. 

It conveniently solves 

some larger problems 
in quantum 
mathematics, explains 
paranormal abilities 
of the mind and goes 
some way to 
explain how the brain 
operates. It has 
recently been found 
that the mathemau'cal 
formula developed to 

explain how a 
hologram works is 
the exact same 
formula used to 
explain the 

mechanisms of the 

eye and how we see 

'reality' around us. 
Another interesting 
theory is the idea of 
non-locality in 
subatomic physics, a 
phenomena that links 
two objects together 
faster than the speed 

of light one object is 
really just the same 
as the other at a 
deeper level of 

reality. So are we juat 
specks of dust in a 
perceptual hologram? 
The Holographic 

Universe theory is at 
the radical idea end 
of scientific thought, 
but the author uses 
accessible language to 
introduce in detail 
concepts scientists 
are still struggling 
with. Coset7.ys 
Publhher Harper Perennial 

FuuixJ 4U Compendium 




New 

Perspectives 

Now you can crash 
any New Age party 
with confidence (why 
would you want to??) 
and actually 
understand what 

people are saying or 

even catch them out. 
New perspectives 

is a thorough 
dictionary of fringe or 
'New Age* slang and 
all the associated 
terminology, 
describing things like 
Gnosticism. Feng- 
shui, Rogerian 
therapy, Bilocation, 
Voluntary simplicity 

ex, etc... Be warned, 

some of these are 
working their way 
out of communes and 
into modern 
language. 

Co« £4.9* 
Publisher. Arkana - 

Penguin Books 

Found at: Compendium 
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Book off Visions 

Everyone knows how 
to solve the 
problems of the 
world and this book 
starts by putting 
some of those ideas 

into print. The huge 

green telephone 
directory is a 
compilation from the 
Institute of Social 

Inventions magazine 



with over 500 ideas 
from around the 
world. What are 
'social inventions'? 
Well, democracy is 
one, mail - letters 
and hospitals are 
others. Some of the 
areas covered include 

quality of life, 
transport, new 
money systems and 
unemployment 
totalling 24 subjects/ 
It seems to take 50 
years for a new idea 
to start taking effect 
in society; let's hope 
this book speeds the 
process jp 
somewhat. 

Con: tM.W 
Publisher: Virgin 
Pul.IM.-i-- 

Found at: 

Mod books torac 




Global Mind - 
Art Futura 92 

Art Futura is the 

annual conference, 
exhibition and 
performance in 
Barcelona each Spring 
dealing with all forms 
future media. While 
the actual worthwhile 
content of the event 

varies significantly 

with 50% being 
excellent and the 
other half being crap 

the book published a 
few months later is 
always brilliant. 
Somehow in the 
process of digesting 
the entire festival all 
the parts come out 
smelling like roses. It 

is a I 2x9 full colour 

coffee table book of 

the future Cmt: £30.00 
Publisher Art futura 
Found at: Direct 
(010 34 3 «1 07 00) 
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Introduction 



World-wide controversy has been generated recently by several court decisions 
in the United States which have prevented popular magazines from printing 
articles which describe how to make an atomic bomb. The reason usually given 
by the courts is that national security would be compromised if such information 
were generally available. But, since it is commonly known that all of the 
information is publicly available in most major metropolitan libraries, obviously 
the court's officially stated position is covering up a more important factor; 
namely, that such atomic devices would prove too difficult for the average citizen 
to construct. The United States courts cannot afford to insult the vast majority 
of the population by insinuating that they do not have the intelligence of a 
cabbage, and thus the "official" press releases claim national security as a blanket 

restricdori ^ , // ; .^^V 

The rumours that have unfortunately occurred as a result of widespread T^*9C 
misinformation can (and must) be cleared up now, for the construction project 



this month is the construction of a thermonuclear device. We will see liow easy 
it is to make a device of your very own in ten easy Steps, to have and hold as you 
see fit, without annoying interference from the government or the courts. 

The project will cost between $5,000 and $30,000 dollars, depending on how 
fancy you want the final product to be. Since the last column, "Let's Make a Time 
Machine," was received so well in the new step by-step format, this month's 
column will follow the same format. 



Construction Method 



I. fit-*.:, obtain about I 10 
pound* (50 kg) of weapons 
grade Plutonium at your 
local supplier. A nuclear 
power plant is not 
recommended, as large 
quantities of mining 

Plutonium tend to make 
plant engineers unhappy. 
We suggest that you 
contact your local terrorist 
organization, or perhaps 
the Junior Achievement in 
your neighbourhood. 

2* Please remember that 
Plutonium, especially pure, 
refined Plutonium, is 
somewhat dangerous. 
Wash your hands with 



soap and warm water after 
handling the material, and 
don't allow your children 
or pets to play in it or eat 

it. Any left over Plutonium 
dust is excellent as an 
insect repellent. You may 
wish to keep the substance 
in a lead box if you can find 
one in your local junk yard, 
but an old coffee can will 

do nicely. 

3. Fashion together a 
metal enclosure to houcp 
the device. Moit common 
varieties of sheet metal 
can be bent to disguise this 
enclosure as t for example, 
a briefcase, a lunch pail, or 
a Buick. Do not use tinfoil. 

4. Arrange the Plutonium 
into two hemispherical 



shapes, separated by about 
4 cm. Use rubber cement 
to hold the Plutonium dust 
together. 
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5* Now get abouc 220 
pounds (100 kg) of 
trinitrotoluene (TNT). 
Gelignite is much better, 
but messier to work with- 
Your helpful hardware 
man will be happy to 
provide you with this ftem. 

A. Pack the TNT around 
the hemisphere 
arrangement constructed 
in step 4. If you cannot find 
Gelignite, feel free to use 
TNT packed in with Play- 
Doh or any modeling clay. 
Colored clay is acceptable, 
but there is no need to get 
y at this point. 



7- Enclose the structure 
from step 6 into the 
enclosure made in step 3, 
Use a strong glue such as 
Krazy Glue to bind the 
hemisphere arrangement 
against the enclosure to 
prevent accidental 
detonation which might 
result from vibration or 
mishandling. 



8. To detonate the device, 
obtain a radio controlled 
(RC) servo mechanism, as 
found In RC model 
airplanes and cars. With a 
modicum of effort, a 
remote plunger can be 
made that will strike a 
detonator cap to effect a 
small explosion. These 
detonator caps can be 
found in the electrical 
supply section of your local 
supermarket. Wo 
recommend the "Blast-0* 
Matic" brand because they 
are no deposit-no return. 



0. Now hid. - the 
completed device from the 
neighbours and children. 
The garage is not 
recommended because of 
high humidity and the 
extreme range of 
temperatures experienced 
there. Nuclear devices 
have been known to 
spontaneously detonate in 
these unstable conditions. 
The hall closet or under 
the kitchen sink will be 
perfectly suitable. 

I 0. Now you are the 
proud owner of a working 
thermonuclear device! It is 
a great ice-breaker at 
parties, and in a pinch, can 
be used for national 
defense. 





Theory of 



The device basically works 
when the detonated TNT 
compresses the Plutonium 
into a critical mass. The 
critical mass then 
produces a nudcar chain 
reaction similar to the 
domino chain reaction 
(discussed in this column, 
"Dominos on the March." 
March, 1968 >. The chain 
reaction then promptly 
produces a big 
thermonuclear reaction. 
And there you have it, a 10 
megaton explosion! 
f 



Next Month's Column 



In next month's column, 
we will learn how to clone 
your neighbour's wife In six 

easy steps. This project 
promises to be an exciting 
weekend full of fun and 
profit. Common kitchen 
utensils will bo all you 
need. See you next month! 

Previous Month's 



Columns 



1 . Let's Make Test Tube 
Babies! May, 1979 

2. Let's Make a Solar 
System! June, 1979 

3. Let's Make an Economic 
Recession! July. 1979 

4. Let's Make an Anti- 
Gravity Machine! August, 
1979 

5. Let's Make Contact 
with an Alien Race! 
September, 1979 



Ilikiiii <»irl Viili'o M«i$»azin« 

Limited edition of 100 
VHS (NTSC) format only 
Numbered ik signed 
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$47 (US). Check payable to: 
Lisa Herskovits 
Box 3 1 9 Stuy vesant Station 
New York NY 10009-0319 USA 



'OTUIIS COMPUTER SEX 

SKMTW0 OOT 

HAVi A MBBtR BAIL WITH, 
SKIN TWO ISSUE 12 £10 

The world's premier fetish sfyfe rrogazirte: 
1 21 pooes of Catweman, Computer Sex and 
Pol Catfio Photoqrapry by Kevin Doviey Dela 
Groco, Chris Wroblcski, Molhew Lewis, Dovies 
Dovies, Peter Ashworth. Art by Oiivio, Trucy Barber 
Comprehensive 1 2-poge SM/ fefish Guidelines section. 
Subscription (4 issues): £35 UK/C45 elsewhere 



SKIN TWO SH0PFR0NT 2 FREE 



FREE 8-poge brochure of new orrivals or m SKIN TWO 
warehouse.with many tailored rubber lines including 
catsuits, tights. leggings, bodies and dresses, plus new 
corserry, fersh jewellery, belts and boots. 

ALSO FROM THE WAREHOUSE: 

SKIN TWO COLLECTION 3 U Cur latest colour 
catalogue: moil order rubber coilure by Murray & 
Vem, ararnotic photography by Peter Ashworfh. 
SKIN TWO COLIICTION 2 £5 All designers; colou 
and B&W photography by Trevor Watson, 
(p&p or CcJtection 1 or 2: £1 UK/C2 elsewhere) 
SKIN TWO RETRO I £20 Best of the first six SKIN 
TWO rrogazines in aTrcrdbadc book - a collectable 
piece of history.lp&P £5 UK/£ 10 elsewhere) 
SKIN TWO VIDEO 4 £16.99 60™ fetish magazine 
programme witfi typical Skin Two editoricl mix. 
VIDEOS 1,3 A I, oil £16.99 (pip each CI UK/ 
£2 Europe/£5 elsewhere +£2 US NTSC system] 





( Happy Technology ) C More Info (071) 359 8527 ~) 

P.! R^l^ E^ ^ ^ 1 1 

I — cvo u ions j (Special edition out I>cernber) 
Shamanarchy in the UK ) 

( Vital Intelligence for the Ultimate Decade ) 

" i ' ; 

Q Getting you sorted for the 21" century J 





Europerve 2 
Rubber Ravers! 

A highly professional and exciting film of Europes 
largest fetish party slaved in Amsterdam. It includes 
eight ditterent fetish fashion shows and performances, 

including the designs of Ectomorph -and Dem«i?*k, and 
Xanax's outrageous sex machines! Featuring a host of 
stunning models with outrageously long legs, strutting 
their stuff, hilly clad in rubber, unashamedly enjoying 
themselves Simply the best fetish party tape available, 
A must for your fetish collection and an excellent gift. 
Exceptional value at only £1499 ♦ CI po*t and 
packing, UK. 



Skin Two Video #4 
Women with Attitude 

The fourth and finest in (fab series of fellah maga/uie 
programmes. Unique in their awuvpt, tht*v <fc»al with all 
aspects of fetish an SM sexuality in an interesting and 
frank manner* Featured in this issue, Demask fashion 
ifcflfw filmed at Europerve 1, fetish photographer Dob 
Carlos Clarke, an extraordinary insight into the lesbian 
SM community via the photographs of lesbian nightlife 
by Delia Grace & interviews with some women who 

have modelled fur her. the wurk of designer Fleur 
Oakes, a look at tattooing and a lesson in corsetting. 
Highly polished productions with intertilling articles 
it leaves programmes likeSKX TALK' in the shade! 
Still only £16-99 + CI post & packing, UK. 



Please make cheque* or P.O. payable to R. Wells or print credit 
card details (number, expiry date and name on card) with 
order, along with your address. 

SEND TO: P.O. BOX 1956, FREEPOST ND6272, LONDON N19 
4BR. (No stamp required in the UK). 

CREDIT CARD HOTLINE: 071 263 4941 
SEND OR PHONE FOR FREE VIDEO LIST 




SKIN TWO, Fmpost, 23 Grand Union Centre, Kensal Road, London WIO 5BR 

{Ho s'amp needed in UK) 
CREDIT CARD ORDERS: 081 968 9692 • SHOWROOM OPEN 1 1-7, Mon-Sot 




k's all to do with different countries using different TV 
broadcasting systems. And of course, they're all 
incompatible, aren't they? The PAL format is used in 
W. Europe. Asia and the Middle East: the MESECAM 
format is generally used in E. Europe. Russia and the 
Middle East; the two NTSC formats are widely used in the 
States and Japan as well as the Middle East. Which has 
meant that playing videos from your family and friends 
abroad on your normal video has been impossible. 

Now. the new AIWA HV-MG330 changes 
all that. 




At the touch of a button you'll be able to enjoy those videos 
recorded on a different system - and make rapes of your 
own that everyone back home can understand. 

The AIWA HV-MG330 multi digital video recorder 
converts all those languages so that you can watch and 
record from almost anywhere in the world 

All this and more for £400' - it'll change your 
tapes... and your life! 



For more information and details of your local dealer 
please phone: 081 897 7000 



DIGITAL AUDIO & VIDEO 



Typical Go** Pnco - plan* <l<eck wuh poor tool dealer Note Record** and pla/barlc of inj matrrnl may require cement which AIWA are unaWe to pv« Pk*w t° the prom™ ol the i • • ' Act 

the Dramm and Mm* Performer froMfiicn Att 1*58. the Performer* Protecuoni Acts IW and 1972 and to ary iubwoent uatutory enactmenti and order* 



